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• INTRODUaiON • 


• DENIZENS OFTHE DESERT* 

Travelling U«rcm;fioullfi« sun-baked Uivds of Alhes. you are sure tt encounter 
nuny viows creatures BSow aresugsBbonson defeating tAese creature! 

Baiu 

Althou^fi ib«se creatu res are commonly referred to as 
'babau,* tiMK true name is 'greater tanar*ri * Please refer to 
ffie'Taui'rl, Greeter iBabau I* desoiption that appears laisr 
m ihis section 



lUlITTt 



B«j lattes travel unde^round and often sjipnseunsuspeOJivg 
prey. They asact Milh iMr poMerfui jaasand frorR legs. 
arHl are capatMe of doing a trsnendous amount of damage 
Tiv to kill then guickiy, or better yst avoid them ai togedw 


S-ATTSSso Lands istheflrstma 
senes of computer role-playing 
games based m the tu^fily acclaimed 
AD&Oe 2nd Edition DARK Slf M> 
game world 

Ym begin Ihegameas a Radiator 
^ut to tight m King Tectukb Bays 
Arena AD raj You must sumve that 
i^pht. along with many others, and 
continue onward to escape from the 
Slave Pens 

This clue book helps ycu escape the 
slavery of Draj and assists you in 
cppofing those who would msiava 
Vie innocent and helpless The 
Denizens of the OeseK* section 
contains speohc bmcs on fighting Via 


venous eremies and monsters ui the 
Arena and in the wilderness. The 
'Adventurers' Guide* sction 
contains maps vid descnptions of 
V« various regons and encounters 
Viatmaka up Vie adventure. The 
'Treasure G uide* lists all the items 
found throughout the gsme 
The mfomtation m this due boctc is 
your ^ide ED SuAnsaio Lm os 
Use the book to answer guestions 

about how the story 

have any guestions about how co 
play Vie game, check your rule book, 
or. ifycu have installation quesbons, 
check your data card. Armed mVi 
Viis knowledge, your chances of 
success are assured' 


Dassoui 



Oaggorans hunt in packs of 2 -B. and use their greater 
numbers co quickly overwhelm smaBe' prey Attack then 
quickly bdore they can bring ther psionK powers to bear If 
Vie damans are able to usaVieir psionic powers, keep a 
careful eye on paity members to makesurethey do not 
become charmes As with many monsters on Athas, the best 
technique is to attack first and ask questions late' 


DaSOLU &UNI 


Oagdar is responsible for twisting tynan slimes into these 
abominations. These creatures are immune to attacks with 
bluntweaponstsuch as maces) Be suretoaltack them with 
swords and other sharp-edged weapons Also be careful of 
the imprisoning webs these creatures cast The webs hold 
paity members rooted in one spot - thus charecters can 
only alack the slimes if they are adjacent Like the tynan 
slimes from wtucn these abominations came. Oagalar slimes 
are immune to It re 



DUK Smdh 


Datv spiMrs are fearsome cretfures Besi<Ses a poisonous 
bittwhicli can bll (if you bil your save vs poisoit). some 
special ilait spidet also casi spells' Such spiders can cast 
ird-lerel ilefiler spells sucli as li^^lning bolt and fireball 
OnetacQc is to search out the magespides m ihe^roup, 
ano make sure CD hit them at least once a round TNs at 
least keaasfhemfrom speilcastin^ 

Cfniui 

DeHlers m SHAmsso Lands are quite sk:il led, and can 
cast Sth-levelma^e spells Their favorites are fireball, 
lightning bolt icestcnn, and cone of cold The best defense 
m ihis ceseis e strongoffense Remember ther hiUng e 
spelicasCBr m combetpreveiCshim or her from casting in 
that combat round 

biMUiN CuOiO 

The Drafian ^jards can best be descnbed as cannon fodder 
Thar strength lies m thar sheer numbers Try to use area 
effect spells such as fireball and ice storm to dsfeat a numba 
of them at once All Oratian guards are armai «nth bo«*i 
and they useiMr arrows co effect Renember chat the 
inatai barrier psionK power protects you from Itymg missile 
weapons suA as arrows. 





CfuM Rumr 



Dune reapers are one of the most feared creabi res m 
SHAJTsasD Lanos. They do an incredible amount of dama;^ 
and arevav CDu^fi. One ^ood tactic is co cry to chan;^ cha 
ail^ancai^ these creatures with the control body psonic 
powe^ Also be Sure CD gang up on one creature at a b me, 
ante a seversly wounded dune reaper can adackforthe 
same amount ^damage as a fresh one 


EitntiTus - Air, EutH, Piu, Ann Wane 


^ ^ ft 0k 

There are two desses ofeiemeritais lesser and regular The lesser denencals 
can only be affected by *1 cf sreatar weapons. The regular elemeitals can 
only aff^ted by *2 or treater weapons Gening up on these creatu res snouM 
quickly rerrova them from your path as you trudce onward to ^ory and riches 
m the DARK SUM* world' 

Piet Eei 

Fire eels are well known forluiiting under the sand and 

t attacking unsuspecting parties Keep an eye out for 

suspiQMS moving piles of sand, and attack with ran^ 
spells if posslUe. These creatures shouldn't pose coo much 
ofa problem if the party stays alert 


Althou^ not thebn^cesofo’eaturei the macpraare 
strong warrices Soft^ them up with area efledSMlIs like 
lirAall. you should guickly reduce them to dust' 



Hasivsiu 


M astyrials are dan^^rous creatures and ere best attacked at 
range. Have your mages cast magic miss le on them, and 
have your cMcs cast spells like aid. prayer, barkskin. and 
stone^n on your paity if you have a thief m your paity. be 
sure to usehis or her special backstab attack Haste is 
always an eccdlent sptf to use against PerHls such as these, 
end ^e ego whip psionic poiwer seems to be effective too. 
Note that mascyrials are immune to blunt weapons 



MuTviliAL, Black 

TM same uccics you used a^iinsc Che cellar rrascynals 

A wotl »reli agansttne black mascynals 6 e awar& hovrever. 

(hat Che black mastynal hasa beder save vs spells so your 
S(>ellsinaynocbeas(^Ciue TtyustivQChecjlstritetrateand 
enhanced screngih paonic pPMers 


Mmitaji SfALieii 



M duncai n stalkers are feared because of che ^reat number of 
VICIOUS asacks they bnnpto bear on ba( 4 ess acivencurers 
J se ranged seeapcos ei>d spells lo defeallhese creatures 
SomegoM speils CD use are fireball vid flame arroN. 


OTVU 6 H 



OCyvgh liketostpp short ol Che parry and guard, thusforoiig 
party members to come Co chem Remembe' mar this 
guarding creacure gets all its asacks when someane cojne» 
wilhm range Recause of Chis rangaa weapons and spdK are 
hi^ly recommerHled acBlnstotyugh. 


PsiMien 



Psurlonsarepaiticulaily nasty creatures Co fi^C They're 
30 % nugc reastanc, you t^eed *1 or (reacer weapons to hic 
them, and chey are immune Eo sleep and charm spells To 
make chin^ «*orse. they can also castpsionics against che 
party You can flghr back «nm psionK powers sudi as 
synaptic static rand blank, ^whip. and dismtegrate You 
may also Misb to summot) a monster or elemencal Co assst 
«n defeating che psuiions 


fLANMia 


Alchou^fi Sms creature is commonly referred co as a 
'rampagei' Its true name IS *so-iit ‘ Please refer to the 
'So^r (Rvnpager)* monster descripclon tyiacappesrs 
later in this secbon 


fUniCAPt Hajuae 



Ren^adehalflinsB asack with slln^ from a distar^ce 
They Ivave low Me points and should easily be dispatched 
m melee 


Sivp Hewui 



Sand hoirtet baveaspeciai paralytmg gate asack. The 
only defense is to aCack them firsci Beguick, and you 
shouldnthava too many proUers «nch them 


ScatANtii Bum 


Screamer Males aren't too danga^us Simply be careful of 
S«r pponic asack. and hit mem as soon as you can They 
donT have many hn points, and tend todlaguldiiy 






SWDQH 


SliMows aRKk «nih a nasty ctilNingEDuch ffialcan paraiytc 

♦ your character To make things «*orsa. they can only be hit 

by •! or greater »rea|M«s' Since they are immune to sleep, 
cfiarm, and hold asellt have ywr dene use turn untfead 


Stuoea, G leans 

Greater shaoews arearmiar to retpjlarsbadows, with the 
exception ol having more hit points and bang able to dran 
Strencth with a touch This StrerKfh loss remains «nVi the 
character until the party rests. 


Silt ttuma 

Silt runner are last, butnpteoo dan^rous beyond that rou 
should nave no problems dispatching them. 


You need a *1 cf creater weapon to hItUueslaad They 
have 4<nb mage reastance and are allowed four attacks 
perround Cnga^ then at range upng the paonic powers 
disintegrate and whip, and as with the red slaad. be 
satre to have your weaker characters H re ranged weapons 
It the creatures 





Slaad, (tao 


The red dead re^nerates three hit points a round and has 

r 30H mage resistance, your best strategy is to rush forward 
and en<^ them mmaee Be sure to have your weaker 
characters Bre ranged weapons at the creatures 


Sue 



Sligs (the slaad look-alikes) arsiltoo difficult to take careol 
m battle Attack them with ranged weapons vid spdis as 
they Close to melee Once in melee range, dispatch them 
with your h^can. 


So*ifr|RAN»A6aA| 

The so^r (more commonly known as rampagst) are one of 
the most feared creatures on Athas These beasts havea 
2S% mage resistance, a low armor class, and su fBoant lut 
points CD allow them to survive most banes (whiA usually 
mavis someone or something dsedldn'O Try to asaO: these 
beasts at range smee it has a corrosive attack which 
destroysweapons and armor i f you must gs hand-to-hand 
wiVi It be Sure to cast haste upon your parry. 

SSUA»MI 

Ssurran have low lut points and can be easily defeated in 
melee usee grease spell or a web spell to hold them m 
place then finish theri off with ranged weapons 







■ 

Strik 



Try tD keep your spdiceslers avisy from the stn oes' 
spine eCeek— bang hit by theeUek preveics your 
obveder from nesting spells oruang paonios Oval round 
Thestriney bis dc«s 2-12 poinbotdanu;^ so becerefui ol 
4 iTionsterlhetmi^fil be guarding Beyond this, a beellhy 
fighter should dispatch these beasts eaaly 


Stvr 



These ihonssrs ere ertremely tough. To ersr be able S hit 
i styr, you must have a *1 or greeter weapon Also keea m 
mind that they are 30% mage reastant ins advisable to 
haste your characters if possible. Tiy uang the ego whip 
paonio poner 1 1 should keea these creatures horn asading 
for 1-4 rounds Also, try and keep your spellcasters out of 
hanriyvay 


Tuaa'ii, G MATea ISaiau I 



These powerful monsters are S0% ma9i: resistant, and 
require *1 or neater vreaponsto hit They Mvea gate 
asad which may alfect your character as thou^i touches 
by a ray of miMfilement They cvi also corrode weapons 
and armor whei they attack - be very cereful when fluting 
them haivl-tD-hend Meedlessto say. use errtreme caution 
when fishting these beasts 


Takar^ii. Trui (Vtoci) 


V 


Vrocks are pretty nasty creatures They're70%iTiS9c 
resistan t, so many of your spells may have no effect You 
also need *2 or neater weapons to hit then Since vrocks 
have ifve attacks a round, it is probably prudent to keea 
weaker cheracters bshind the more powerhji ones Try using 
Iheid insmuebon psiomc powe'— It may paralytaa vrock 
foruptofour rounds 
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Tari {RATWAn) 

You shouldni have t» mudi difficulty defeating the 
tarf Just don t la them surround one of your weeks 
characters - they can do surpdang amounts of dsnage 
m numbers 


TlMRlAA 

Templarsare not pamcuiaily strong physcally, but can cast 
some rather heavy^uty spSIs 1 1 is best to keep hltDng Diem 
with ran;^ weapons If you cant close ri^t away. Tha 
prevsits them from cas^spSIs 


THai’KiMn {Mantis ttumoil 

Thrf4:reen are highly dectarous allowing them to dodge 
mssile attacks It is usjaUy best to attack them wIDi ma9cal 
spdis at range to softsi them up. and thsi have your 
wamorslfghtDiem Be carshil of their psalytmg bite Any 
of your characters aflecud by Dus bite take double dama;^ 
for every hit Diey receive afterward. 

ToHRwiuui IHaatis NoaiJl 

Running from this rSative of Diethrt-kresi will do you no 
cDOd The rmovsnsitis very, very fast, so It IS best to take 
Dieinitiadveand attack' Protect weeks characters and be 
careful of their paralysing bite Any of your ckaractss 
affsted by this bite take double damase for every hit they 
receive afterward. 
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TvKUU Sun 


nasly ciders m always on VtaiM*Qucftir aaod>er 
meal, and your party probaMy Ifts dr«bill guile nkely. Keep 
Ibefn att>ay «nch ma^c missiles, ego whip, and any kmd of 
edsBd weapon Bewaryofiheirencaiiglmgasad:, psionics, 
and imDHjnmeslo eru^ino leeapceis Hwl fire 


l^NOsaeouiTtji Foil {Minohoni) 



Tnesa kindly creatures dontreaily deseoire bangasacted 
But II you must you should have no pro6lenttSlau;fiCsing 
these mnocavt helpless, mes* liCle people 


Vaock 

Although these creatures are commonly referroj to as 

V 'rrock,* thar true name is true tanarii * Please rs^io 
the'Tanar'rt, True- Vrpck* description thatappears 
eallennthissecDon. 


WiihHuL 

True to User race, wld inuls are (he hack and sash type 
They can be dealt with in the same fashion or frem a 
distance Eitherway, itisbesttogamlhehrstblow 



u 


Wvvnan 

Its best to throw just about evefyihing you ve cptat 
wyvems, for it is very risky to gam ran^ of iMr poisonous 
sting, ilyour characBrgats hit a>d tails to make a savavi. 
poison, haor shawill die This a most inconvenient m the 
heat of combat 


Xosa 

These creatures areinvnuneto ifreand cold-based asachs, 
both magcH and nornial. Have your hcriters move up awl 
ei^ge m melee rour weeker cfwactn sbcu Id stay bach 
avo cast ranged spells or use ranged weapons Theiom 
donT moveguickly so the characters m the back should 
have nothing to feer 

Zoeaii 

Zorrbiesareeasilydealtwith Have your cleric use his or 
ha turn undead abll ley to ward than away 
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• ADVENTURERS' GUIDE* 


The foUowng (»nttin ileUiled dscnpciQnsolchie pespleand places ED 
be found outadeolDraj This guide helps you deodepist «*t»«relo look for 
chal one Usi Item you need, oovno tospetf lo for that last due. ItalsoMarns 
you of potential dangers you may comeacnsss during your travels. 
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• ARENA* 


SYNOPSIS 

The Anna is made of red brIdiseiHl hesa sand floor. Ii is surrounded by 
iTowds triacdteerforOwglediaicn ftlood is spilled herealmncccAstandy in 
cfder to feed 9>e sorcerer-kings povrer Your party ruy bade any of the 
follcming monsters in the Anna* buleaes. daggaans. dtflers, dune reapers. 

freeds. Ihri-kreen, mastyrlals, mountain aalkers, otyu^ renegade 
halflings, sarvd howlers, sireamerbeedes. alt runners, red sJaad. half giants, 
sJigs, sinnes, tohr-Ueen. mid muls, <oms. and rampagen 


HOH<RLAYSfl CHAIAaSffS IN THIS flSGION 

• Annnneer 

LMiiTiON A - TNs Is the ■vwuixe'for all ihefi^ce In the Arena. He 
announces the upcoming S^ts forlhe crovrd. heckles the ^aaiacors to vnuse 
Che crowd, and oontrolsDie monsters for the iSgbts if you Insult the Announce', 
he summons more m on s te' S for you to fl^it 1 1 you Insult rechjktrtlay when you 
talk to him, after the third fl^fit, hewlll cell forvey Ivge monsters b be 
brought In Unless you've gene up at least one Imi, orereveryconfldent, do 
net do this The monsters mil all twouite large vid tou^ 

• Sarivron 

LoCiTiON 3 — Semyon is e fenne' gladiator who washed up as a lesson to 
other gladiators Mho lose fights He was left to die from lack of food end water 
or from a blow from enhera gladlatof or monster Hecan gve you the location 
of a gem if you untie him and give him ivater 

• Vtrrfl 

Venyt is a second slave who was staked out m the Arena H owere', he 
Is beyond help 

LOariONS AND EVENTS 

1 In flghtSMilh big i n on sta r s , this corns' Is a greet piece to put mages or 
lighters who are low on hit points The opening is coo small for the larger 
monsters to fit throucpi 

3 Approach this west exit Mhen fl^itingwlch Scar once you agree toescape 
Mith him You mil have the option to escape, but the alarm Is sounded if 
you chan^your mind before leaving, just say 'no* Eo the 'Do you 
continue down thetunns?*guesaon; the alarm will then be cancelled 
3 Semyon is hung here befNeen two pole& Getihe Nata* pc* In the Slave 
Pare (locadon 6l or buy one from Kuraak and fill It with Mater aCDInos* 
ank (Slave Pens, locab^ 2) Give the potto Semyon and he revive 
Once you cut him loose, he will go Into the holding area If you talk to 
him after talking to M Irion, he Nils you where he hrd his on ifyou talk 
to him before a light and after leoing him Join the Veiled Alliance, he will 
light one h^twith you in iheAraia. then leve 
A Yev can talk to the Announcer before arHl after h^ts ifyou l»ke a real 
challenge, choose the 1 spit In Teclukdtlays face* opdon; after your third 
light, the Announcer will be gwte sure to send the big monsters ouB But, 
to avoid trouble just be polite and tacthji 


IJ 


II 



SYNOPSIS 

The Slave Peru area nuzeoriitSe nxns ruMcif brewA bnck walls There is 
a big fouAUin Ktihe south c€<isouci«3 by the lemolar to dvow his power lo 
all »rtM) visit ihe pens To the east are ihegladiaCDr pens and loihe west are 
SxrncASter peril. The kitirhen is found ia the noritiHestccrAC and the 
templar P^OicI has his room in the southwest oomer. In this region are 
templars, half'Qianis, Draiian guards, and mountaiA stalkers 


HOH4*UYgfl CHAIAam IN THIS MGION 

• Scar 

Location 1 - Scar isagladlator m the Arena Hewon the title 'Kmg of the 
Pens* by n^fidnge large Tovp of mountain stalkers MiBi htsgangand 
winning Scar wascaplured and forced to Sghtin the Arena to please Kmg 
TectukDilay Once yoovepnoven yourself m the Arena, Scar offers to escape 
Nithycw You nust fight Sve times in the Arena before he will considenL 
thou^. (The party) Srsr erpehence in the Arena counts as one visiL then the 
parry must return for four more visits ) 

re Ota that for the purpose olerpertenceas a Radiator, Scar and MeRd 
redogmeehow many bmes the paity visrtslheArsia land fights ar least one 
barbe). not how mviy betOesihey Ughtm one visit 

• Trustee 

Location 3 — The trustee is an old gadiaeorwho can no longerflghr He 
walks the cells doing odd jobs end cleaning up Heused cd be a gjidein the 
wilderness, but was captured and forced to light in theArena Onedaya 
mountain stalker broke loose and be klllai it saving the mem gjard)lil& 
How. bes allowed to stay even thou^t he can no lon^r fl^^tin theArsia. Ha 
will let you see Omosifyou ask 

• OlAOS 

Location S — Oinos is a slavem the pars who does the cooking for everyone 
Oinosnes arrested by a templar when he accidentally fod bad food to him. 
Althou^ he was put in the pens to fight m theArena. once another tenplar 
discovered wtrit a good cook he was. be was assigned cooking duty Oinos 
can heal Gilal for you onoeher head be^ns to hurt her. 

• Hviei 

Location 7- Matol is a Radiator who ww Id be 'King of the Pens'll he was 
smarter Heand tus gang arenotasor^nieed as kars He was captured and 
forced to T^tt m the Arena to please K ing Tectukb Bay. H e will escape with 
you II you m the Arena three timei but hisplanis much more 
str^ghtforward and risy (The party) lirsteipeiienca in theArena counts as 
onevi9L then the oerty must rsium for nm> more visits ] 

Note that for the purpose olecpenenoe as a Radiator, scar vid MeRd 
recognicehow many bme tha party visrts the Arsia land fights at least one 
batBe). not how many batoesihey lightm one visit 
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UKATiON B - M Irion Iso 9ladlat£f ntK> Isvs) vain. He claims ed (Mmefroma 
rich famly, but no on« knows II iTS cm& H e was arrested mA Icfced to fl^bt In 
the Arena Th« templar promised to reieose Mirlon If he btlr^ any potential 
escapees diredOy to the templars rwm 

• 6ilal 

LOCATION 9 - Glial IS a ^Mialorwho tried to escape once and paid for It with 
har memory Shecantlhmk about escape now wtthout having sevae head 
pans SPewes captured and forced to fi^fitm iheArsia, buChasnllM^hC 
since the escape asampt 1 1 you ^ OInosto heal her, she Mill tell you how 
she escaped 

a Templar Pafitud 

LOCATION 10 - Templar PehtucI Is In char9e of the Slave Peii H e makes sure 
everything runs srnoothiy and that Iheres always a l9ght^ng on in theArerta 
Hell offer ED IseycAi escape If youil follow him, butinsteM mil lead you Into 
an ambush. 

• Kuruk 

Location 11 - Kunak is the main ^ard m charge of the pens He was 
given his post by the templar and is determined to aave Itsvell Although he 
Will takea brltie, he wont give you anything for It He will let you go through 
if you 're with Mlrfon. but otherwise, he mil do lua best to kill you llycutry 
to escape 

• Bonacrusher 

Location 11 - Bonecrusher la a half-^ant and a monster tramer. If you 
take too much time editing Eo the door of the pens, he is sent to retrieve you 
to light In theArene ifyou kill or ignore Boneemsher. Ihetampler 
sets off the alsrm. 


LOCATIONS AND BVBNTS 

1 Scar. ihe'KingolthePens'lshae If you telkEo him after five mats to 
the Arena he ^ees to escape with you. Once you make it to the Arena 
with him. escape through the west dwr 

2 OInos'ank can beused to get water. Once you have the water pot iSlare 
Pens, location 6). useitmth the sink and you geta full pot of Wats' 

3 The trustee paces the pens if you taikto him while no more thsi three 
paces away and you havea thistf es the party leader, you gat (he option of 
picking his pocks Once you do Vus. you get the key too Inos' room Talk 
tothetnistee to cdt Information about the peoplem the pens 

A This Isa room hauntad byatombie if you kjvcckon the door thei eiter 
the room, the tombiewill encffand close a secret door oaMnd himself 
Once you kill him. you can use the button on theivoilh wall to open the 
secret dcor Inside the nert rcom you will find some arrows*}, a gem, and 
scale armor 

5 OInos IS thecook for the Slave Pms He gvesyou Information about 
people In the persif you taikto him Healso heals Gilal after she screams 
m pam ifyou takebimtoher 

( The empty water pot found here can beHlled mth water (SlavePens 
location 2], thei taker to the Arena and used to revive Semyon 

7 Me'zolistheleade'ofacpngofgadiators He baps you escape 
north from the Slave Pars af^ you've bad three mats to ibe Arena 
If you decide to kill him. look at the haystack m his call to fnd some 
ceermc pieces 

B H Irton hasbeer bribed by the templar to lead escaping prisonars to him. 

If you gve him aiberlhegem found In the haunted room or Sartyon) 
gen (which can be found m the hr$r pot you breakk he leads you to the 
templar Ifyou dactdecogowiih him. and accept the cenplars offer, you 
can then kill the templar without seoing off the alarm 

I Glial Is a glediatof who escaped recently but was recaptured M ow, she 
cannot even dunk about escapng without ecpenerclnggeac pain, if you 
talk to her about escaping shescreamsm pam Once she does this, you 
canbdngDinostoheal her After she is healed, she tells you how she 
escaped and gvesyou mformatioai about the world outside the pens 
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10 Teriplar Ptfitud agrees b l«r you ascapawhan yw to him if you 
follow furo. ha ^vas you acma poison guavuaM takas you lo an ambush 
sat up by tha fountain Onoahara, you can kill him and tha rsnamderof 
lha ^ards without saUr^ off lha alarm Chack on ims body for 
Bloodwrath. a awordal 

11 T^ara Isa sacral door hea that isacUvatad by pushing a button on the 
noilh nail First, you must break do««n tha door to Via mountain stalker 
pan and kill tha monster, you dan then go to tha button and tha 
noilhwest oomar ol tha Slava Pans 

12 THIS IS a saws' grata that can ba opened and usad to escape down to Vie 
Sawars Ellhar walk over tha grata or 'use* Vie grate you will than have 
the option o( ripping or hacking Itopan. or of picking tha leek if you have 
a thief If you don tat first Succeed, try and try agiln. 

11 Foiloi* Kut5ak to and from lha pans irtian fighting In VraArenn. you can 
buy an errpty water pot from him, butltwould ba better to gat tha one in 
the pens Hatakas bribes from yw. but no amount will ma^him do 
anyiblng foryou. If you are with M Irton, heists you throu^, but this is 
because he knows M Irfon is working to the tampiv 

1« THIS clay pot can ba broken with an arrow to distract tha ^jard You can 
than run around the corner without him seeing you Dontstarr running 
until he! gdna tochackon tha pot or ha'll catch you in tha act 

15 Use this camphre ring to rest, heal, and regain your spalls If you rest 
twice, n will batimatoyoutofightinthaArana hamamberiHatavary 
time you rest, al^tt hours pass Ifkuifsk calls you, and you keep him 
wsbng fortoQ lon;i ha will assume iHe party is vying to escape and 
sound tha alarm 

If you search tha haystack he'a. youTI find soma random items. Althou^i 
you may somatimas sustain danuga. you cvi also find gems In the stack 

16 THIS guard can baklilsd Without sea ng off Vie alarm The water drowns 
out his voice 

17 THIS is the armory Basuratolooklnthawaaponsrackforsomanan 
weapons You can lind soma polaarms sth] a steal a«ahars 

18 Pots lie on Vie ground at these locations The first time ycu break one of 
these pots, you find Semyons cam 


19 Look in tha boxes haraED find treasure Takeall tha boxes wAh you to 
carry ercass items Tha wardrobes here sometimes have gars In theri. 
and tha junk sometimes has arrowsal in iL 

20 Knock on this door to cat inED more Arana fighs Ifyouuy'lakemeto 
Vie arena' i want to fK^ET you will batraiispcrtad directly to tha Arena 
Whan escaping with M Irfon or Scar, go to Vus door and knock on Itto gtf 
KutTakTaTtantion 
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• SEWERS • 


SYNOPSIS 

Tlw S wcrs «« d ina 2 « of u nnNs nhidi run Mr«9i tTie cily ol D n\ I n ihe 
norO^ «vd oltTie Sewcn. fliisfiing Qirinds cropc^ inio9t«fl(lds. nhilctTie 
»*jlh«rri Dinncjs are narrow with nany flood*uintrol ^alK Oepite iK 
un<avcr/ aimospfMre the Sevrers are inhahced by ut i, a t»ce of raMike 
people Tynan Simes and <Jigs are also quiacornmon in iheSaven. 
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HOHmYSfl CHAHAnSAS IN THIS flSGION 

• LowWarnn TI 1119 S 

LMiTiM 1 — The thugs are Cliurrr^ henohrnen Evev (MmimjAiCy has low- 
life. and Churrr^ thugs Si Ihe bHI forth* Sewers These sou in are quick to 
buHy arHl quicker lo be uttiiTHiiaCBd Thethu^ have information about the 
high warren chiefs dau^ler and the eilrance to Oagolarsiunrbeli 

• Churrr 

Location S- Chunristhebeady-eyed contmller ol the low warrens Chwrris 
jeakus of the power others have and wiH do anything to gem control olthe 
Sewers However, he and histhugsaretoo week to accomplish anything on 
ther own, and have become pawns of M lequeCI C hunt kidnapped the hitpt 
warren chiefs daughCB' for MikqueCl Wher Churrr meets the party, he sees 
an opportuniiy to use it lo cake oonirol of Ihe high warrens and isnoi above 
be^ng or ptaymg on the parrySpiCy togetwhal he wants Churrr buys bags 
of 9 am from the party or trades pieces of leather armor. He also has 
infoimaDon aboulH Ikqueei and his wcnhipoea, and the high warrens 

• High Warren Guard 

ThegjardsvetariwaiTforscfiarcBd wiOt protecting the high 
waitens With M Ikgueel and Churrr trying take over the hitpi warrens, the 
need forprotecDon, aswai ascaudon, is ^eat The^jaroswIH lead Ihe party lo 
the high waiten cfusl il they mana^ to overcome lhar distrust if Ihe party 
cannot earn ihat trust, the^ is no way to enter the hicpi warrens ecceot by force 

• Hl^Warrai TaH 

Location 10 — The hi^t warren tan make up Ihe common populace The high 
warren tan are contaitwiCh iMr lives m ihe Sewers and do not understand 
the party; adventuresome spmt They are friendly and open, however, and 
have mkrrreDon about ther chief and his dau^iier. ihe Elders, and the 
Sewersm general The Ians lives revolve around the Skull Tenple, which 
houses the Elders and thar sole treasure, the Staff of p siting. The high warren 
tan can tell the party whereto if nd thar chief 

• Hl^Warrvi Ch\4 

LOCATION 12 - The hi^i warren chief is a tan warrior who leads the otha high 
warren lad The hi^i warren chisfise bold and iniaiigsTi sort., fora 
retmai Heis highly disiraucpil ova the kidnapping of lus dauc^la. but is 
powerless lo do anything about It Up until M ikqueta came 10 Ihe Sewasand 
diaupled life thae. Ihe chief was a very capable leeda Some say he is 
desdned to become an Elda The chief possesses theHdm of contarpubon, 
which he offers CD gveco the paity m ecchange for rescuing hisdau^iter 
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• Skull GuardiM 

Location 1 } - Th« skull guardians v« can who «e^ cnangad by Dagolar. 

Tba skull ^jardlans are proud of char duty to protect the Eldet, and of the 
chan;^ Oagaiar has vnought *ntti thar bodies They take Umk duty sehovsty 
and mil not back domi to airylhrML no matia howovariihelming. The skull 
^jardlans may ^vethe paity a bone crank whicfi they can use to turn the 
brcken wheels in the Sesiwrs. as nai as ^anr the par^ permssion lo seek the 
NiSdom of the Elders 

• EMa 

LOCATION IS - TheElders arelheaoimaled skulls of Ihe can) past leaders 
When great leaders o( the taii di£ iMr ranains are taken to Oagaiar. «ho 
uses than for exoennwitaflon H e returns the skulls with menones intact, 
and these are revered by the tan and provide ;^idance in bmes of crisis The 
Elders are hau^^cy a>d well-pleased nith thew Intifted wisdom. The Elders can 
9ve the party perrmsaon to take the Staff of P arbitg without su flerWig any 
consegueoces. The Elders also instruct the party on how to escape the Sewers 
through the secret eriL and how to reach oagalan Tunnas 

• Hfcquad 

LOCATION IB - MlkquStl isadi^acai templa who now rules overar^^ 
cycwpoftan worshippet MikpuM was atemplar of TectukHay before be was 
asgraced bya slave uprisng. Sentenced to die in the Arena. Mikguesl) faw 
renaming alias ftaed him from the aave pens, hoping to kill him before he 
imphcatsd than Hikgueth escaped, howeva. and descaidm mto the S ewers 
whae he teaches Che tan co wor^ip rabikddayin onlato buildafaraDcal 
army. Once he is strong enough, be plans to send his tan mto the streets to 
Mwaa kway his enemies. He expects that this will impress Tatukbtlay and thus 
vault him Into a senior posnnn biikqueei had the low warren thwp kidiup the 
hi^fi waron chiefs daucpta and plansto sacnikehato TatuUitlayonceha 
u^lneesistfanend HealsopossessesiheChamascn Gloves 

• High Warren CNtf) Daughia 

LOCATION 21- Kidnapped by Chuirr) thugs and handed OvertoMikquettlesa 
sacrifice for rectukbtlay, the chief) daughter is plucky and vikious to return to 
the hi^ wamens towan hafalhaofan upcoming attack on the Skull Temple 

• WorMppers 

Location 17 - The worshippers are carl who have become fanadc followers of 
H ikgueCI The worshippers had been m awe of humans eva smceM ikgustsi 
cane and givechem his perrertoi rell^ M ikgueCI ) schemes have gven 
these tan purpose aMl thar recent raids have prcwded them with food The 
worshippers can tell Iheparty whereto find Hikguettl. 


LOCATIONS AND EVENTS 

L Sevaal low warren thugs wait hsre lx any weakened Saves corrir^ from the 
pens They ai&mpt to bully the parry mto paying them or gnngthem souip- 
mat Thepatycan easAymbrridaaihem byr^ngto payandforinreet- 
eningtham ThepattyaiouidnocgveintDtheini^- ifiheydo, Chutirwill 
havenoresaect for them aid Will call iheciTy9iards Theihu^areasoes 
dull asiheyareweek. end the paty can pump them lx mfcmvhcn about the 
Sewers and the hi^ warm chie^daucpta 

2 Thepetry can search the sewa holes at these locations forrandom treasure 

3 The wheels at these locations control Iheneeiby doors 

A The wheels at these iccaDons arebroka ad reguire a boneaank to tarn 

5 NestHastaChuririsatihislocabon Unlesstheoartywespessrvewith 
hislhu^. Churrrcalls the city ^ards Howeva. lithe party has earned 
hiS respect ChurrrtnestoconviiKeihemtojOin him m an attack on the 
hi^i warren Agreangto this earns the hrgh warren) enmity and makes it 
morediffcuN for the parry to defeat M IkgueCI 

If the party gems proof of Chums part m the kidnapping, he leers lor his 
life aivd mis Che party abouCMikgueui ad the kid napping. 

Churrrwill buy b^ of 9am from the party or erode pieces of leacher 
armor. Healso has NTforrrwba about M IkgueCI. his worshippers and the 
hi^i warrens 

6 ChurrDchugsare at these locihotu 

7 Churrr has hidden a nngin this sewer hols He objects if the party tnesto 
take It. but does nothM^ if the patty is aggr esa ve 

I Hidden m the plleol junk at this locada is a chest containing gav ad 
ascroll which tells of Oagolar ad the Staff ofPaiirig 

i Tan gjard the gates b> the hi^i warren at these locations. The gjards are 
suspicicus ad do notallow the party mto the high warrens unless the 
par^ rs fnadiyad erplainswho (heyaretnjthfully The hrgh warra 
chief needs hsip co recover his daughter, so the parry can of^ to help arMl 
gan instant atry to the hig^ warras If the party joined Chum and hts 
thugs, the guards will not atertain aythou^ts of leUng the party in 
until itelimmatesChuttrand hisepng 

10 Thehic^ warra tari live here They are friadly and opa and have 
infnimMon abouL thar chief and hisdau^ter. IheEldas. ad the Sewers 

II A hre ring hes on the lloor The party ca rest here 

L2 The hicp warren chief IS at this locabw Hepleeds with the party to 
rescue his kidnappad daughter, offang the patty treasure in return 
Believing that Churrr is responsibift hesadsihe parry to the low 
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«vr«ns The iSMomed about MikQv«el and hisnQrshff«rs and 

Nils IhepatTy about lhain. His fears are »reli -pounded, lor «Nen Ihepati^ 
returns Iwm its aiownterwith M ikquaei. Iheworslirpoet launch an 
asaO: on Uw Skull Temple If the paiTy has successfully returned the 
chiefs dau^ler to the hi^ «an«s. they should keep an eye on her and 
protsd he' She is plucky and rushes into batBeeven thou^fi she is weak 
and Meaponlees. making her an easy target for ihe mrshippers 
Once the parry has repel led the attack on the Skull Temple, the chief 9ves 
the perry iheHelmol Ccntemplatipn The chief also informs the parry that 
the Elders Ml II help the peity escape the Sewers 

IS Ths IS the entechamber to the Skill Temple- itisesornaeestheQncan 
manage The skull ^erdtare here allow ih« parry to enta' if they pnimiserp 
be peaceful AnyMoteoceha'acausesthemDrahi^warrsis to attack the 
party The guanfeans tell the party about ih« temple end the Elders Afterihe 
pei^ repds the worshippers' attack. (hagjarMns mslnjctlhapaityto seek 
thewtsdom oflheEldes. who c»h«lp them itnd anew from the Sewers 

14 The Steff cf Fait itg is hidden m the sewer hole er ihislocatHMt Any 
attempt to take It before the Elders gant the party permssion brings down 
the wrath of the enb re hi^fi werrews 

15 The IS the mner sanctum cf the Skull Temple where the Elders dispense ih«r 
wisdonv The Eloers refuse to speak to the parly unless they haveprovert ihar 
wcrthmess by defeating the worshippers. The Elders are hau^py and the 
paity gets much more infonnaDon if they itasarihe Eiders The Eidas ere also 
leaious of their hrmtad wisdom and itofter reouiresraoeated gueshcnstoger 
thereto answer ^lly under no circumstances wiH they aomt to not knowing 
something Once the party succeesMIy defends the N^e fron the 
worshippers' attack. IhaE Idas insinact the party on now to escape the Sa«as 
Ihnw^ IheseotteiA and hew to reach OagolarsTunnals They aOow the 
paity to take on«of the offamg bowls which, rf used, prowdes directions to 
theecitsesthepaity traveisitirQu^fi the Sewas They ano grant the party 
pemrission to take the Staff of Parting from <s hiding place at location U. 

16 The party hnds a scroll of enlarge m a sewer hole 

17 Mikqueslsworsfiippers are at this location They have an awe of humans 
snea M ikQueca came and gave them his perverted religon The petty can 
eaaly convince them that the party has buswwss with M ikgueel The 
party isihen directed to M ikouettITNmple The party rray also fool the 
worshippers by pretaiding to worship TectuUm ay lithe party is hostile or 
derisve of Tectukbtlay. the worshippers attack fanatically 

18 Mikqusel ism Mtarpieexhoitlng the worshippers He hMs the party as 
Iheyentec even if they have been slau^Bting Die woisfigipers tHesees 
the tan as mfenor tools] Hikgueu isgiate insane and reveals tis plans et 
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descoymg the hi^fn warrens and rsQimmg to power as one of TectukWayt 
tamcl^ His unstable nand makes talkirig with him a dangerous proposiDon 
If Diepatyissubsenrient, HikoMB wii destroy the hgh wamem then get 
nd of the patty at his earliest convenience Iftheparty defeats HikguSI. they 
Ind DieChamdeonOlowes. an awgepsr.and a ^ava on hisbcdy 

19 A bonaemnk whtch turns the wneeis at locations a is on Die hoor 

30 At the lew of the bed isa bo« containing a steei sword, a ascroll of 
color spray, and M ikguetaTnote ecplaming his plans to destroy Oagalar 

31 The hi^ warren chiefs daucpte' has been bed up and left here Shetellsihe 
party aboutHikaueel and bts plans She also warns me parry ol the wor- 
sb^pm' forthcomwig adad: on the Skua Terple The paty ^ms eq)ener>ce 
when she is released The party should be carkjl noetp lethw'lal too far 
behind when shesldlowing oreKesheiSiikelytofMpreytDTynaisbmes. 

32 Tynen si imesIreQuenc these arees of the Hushing tunnas 

33 If the party leader is a thief, the party can scale Die wall at this location 

34 The paity Hndsalargagan A Diis sewer hole 

3 S A raj slaai awaits the unwary, attacking the party wi m a terrifying roar. 

36 A steel s>:a*l is hidden m a sewer hole 

37 If the party did not dispatch templar Pehtud m the SlavePens, he aid his 
personal guard are searching for m« party at this locadon 

38 City9iards fttouenSy search the rremoutfowB) the fields llmepaity 
aoemMs to escape the Sawaslhrtu^ themamouQiow, they fece stiff 
oppoation es rreny guards file into the Sewat. The guanls A the fields 
Cwyond haveaRD b^ warned, end Mve called for ranforeemaiti 

39 There is a secret lever in the sewer hole ec this location The lever has 
been booby-Dapped. rejeasmga poiscrvcus gssdoudrf the party has not 
been told how to disarm itby IheElders at locatton IS Fulling ^e lever 
opens the secret door at locauon 30. 

30 The wall at this location is actually a secret door opeied eclocaDon 29 

31 This isa small openi09 to the fields outside of Draj. The patty can escape 
the Sewers here without elerfing the oty guardi 

32 A smell collection pond is located he'e The party can use the staff oi 
Farting to dram the pond, revealing the entrance to DagolarsTunneli. 

33 Asmall ^atecan basaen a ihewali atDiislocaDon befcrethecellectipn 
pens is drained Etarmning it the party hears the screams oftpituned souls 
suffering m O^blaryTunnsR Oncelhapond isdrawied. Die entrance tp 
OagblarsTunntisisopened. allowing the party to ants' if they so with 
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• DAGOLARS TUNNELS • 


SYNOPSIS 

0»9al&r^ep«irr«rits arepertorma) in hlsninncls. whacnci one can hear 
9>e<£rearrs of lilsviairr& N iscniejcy is evidcnl in his Misled ireaQCAS and 
dteupkeep of his domain Feared by all, Oagolae'snafneis whispered in 
horroraorles, scanng botMheyceing and old. Tour party will find 
dtemselvesbatSing Oagolar slimes, shadOMS, and jornbies 


HOH<AUYSfl CHAflAaSffS IN THIS (ISGION 
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• Oagolar 

LMiTiONis- bucalso varies (see below) 

Oagolar tsa 20ih4evej human psionkisf. He works m ibe tunnels, erpen- 
mentingwiib new ways ol EorTore and cruefty Tberearemanydiffaentways 
that you can meet Dap3larin ihis re^on Someomesyou will encounter h»s 
fakes before you actually confront Oagolernimself Note that once you enter 
the Door of Eyes, you cannot leave until Oagds is destroyed. On Dapolar^ 
body you Fnd the Living Cloak, oagdars Oagga, Oagdars Wand, a leiun. 
and orange grapes 

e How (Master of Watergate] 

LoCiTiON 2 — M o*L oneof Oagolars'lates,* isa itatman wiFi Stheevel 
psionic ability Heis also the watcher of the ^te and the feeds' of the slimes 
Oagolar put him in charpof dus after Mow accidentally wandered in here 
from the Sewers— or so he telK you When M ow is following you, 'looking* 
at many of tbeobiects m the area prompts How to teH you something about 
thsn Of course. How knows so much because he IS Dapolar 

oKMr 

LoCAtiows 6. 9, 19 - Keldaris an 8th-leuel human templar, csidar isatealot 
of O^olar. and has vowed to protect him and maintain the tunnels whee 
Oagolar is busy U nfortunately, bang around Oagolars twisted aeatiois has 
warpei KSdars mmd. WhaUrtSeof it he has leftis concentrated on ill ling his 
book With the names of all the people who have died at Degolar^ hands If 
you can kill Keldann one shot (by dianteg'abng him. foreramplek he does 
notmleport to his nert location, and hewcntsummon his creatures fora 
h;fiL If you donY succeed at killing him m one Mon, you go rl;^tmQ> a fl^l 

•Jake 

LocAtiow 12 - Jake IS a 9th-level numan psioniCisL and was vi assassin 
under a D rajian templar who, like many of the people in Draj, both feared 
and respect^ Dagoiar Jake was ordered to go into Oagdan dorrem and put 
an and to all of oagdars madness U nfortunately, jake never got to kill 
0 agolar - he was discovered and thrown into a cell I n real Ity. Jake is just 
another one of Oagolars fakes Jake. Ilka Mow. will also gveyou information 
throu^fioutlhe region when you look at or use things Heonlyappevs if Mow 
has somehow died Cutforeyw meet or expose 0 agolar 
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• 6o6(iniU 

Location 10- GobumixisDa^^lar^ brolhar, tumatf irittaiombic Go6um» 
and Oa^ar kd vaiy differait liva& while Oagolar was aadistic and cruel, 
GohumiT «asl:»rH] and generouiThrou^Iwut char lives. Ihe tMO brothers had 
9tTMn fatthwarHl farther apait Oagolar finally vanished, and GoburtiiT 
pursued his own 9»als Over Dme, Go&uri«iK betv> head eg his brothers naroe 
nhispersd «f in relation lo stones of toilure and murder Hereellted that he 
ihust^ to his brother and talk him ourofhismadivees Gobumia had the 9ft 
of always being able toseathrcAigh his brothers illusrons. and he hoped this 
would help him m reaching D a93lar. Gobumrc will, if you let him, follow you 
vound, so that may bring him to his brother, if you look at the liameanth 
With GoburniT following, he opens it for you Btin9ngGobumii: to Dagslar 
allows the brothers to meet for one last time 

LOCATIONSANDfiVfiMTS 

1 Four Oagolar shmes patrol this area, and attack whei they ss you 

2 TH1S1S where you first meetMow. the mister of Wata^te. 

3 Four tombiesare ^jardlng this location 

d Four 9jards are m this room Tou need thehound's head neOilacesfrom 
them in order to pass the Ooorof £yee tfocabon 5) 

S TbeDoorof Eyes protects Dagolar) domain from outsider! If you're not 
weanng the hounds head nsUaces when you approach, you U^a SL% of 
your tut points in damage Waanng the necklaces aHows you to open the 
door without taking dam^ N otethateueryone must be weaHng then 
Once you pass throu^fi this door, it closes b^md you and you are locked 
in unol you kill Oagolar 

I TH1S1S where you Will itrsrmeaKsidar. Oa^ilars tenplar ifyou doniklM 
lum before you talk to him, he'll teleporr to locabon g vid await you 
there Attacking Keldar irmaliaKly tricQers the Ii9it (unless you kill him 
withonetut) The lightconsistsolDireeDagDlarsHmes. two shadows, 
and foursombies 

7 A rughimare tapestry tkngs on ihiswall. eternal lytominng some poorsoul 
I Dagolars eiemies havebeen hjsed into Ihesestatues. wherethey suffer 
eternally in each othes an^jiiki Some of the statues are more obse^ant 
than Iheothes vid trytowam you thatOagolar is naaity 
t If KeMar vanished from the Sculpture hall, he awaits you hee m thetonure 
room. Once athin. ifyou talk to him or attack him. he'll c9l lus muuons 
and tsieport away ifhadoestssficrtaway. youllmeethim nect at location 
19 The rronstarsm this li^it are identical Q> those in the fl^t at 6 


10 Dollar has impiisoned Gobumiv in this room after turning him into a 
zombie Goburnlr follows the party Ifyou let him, and will expose jake or 
M ow as Oagolar if one of them is waiting outada the room 

11 MoraofDagoiarSgjardsarestationed here 

12 I f M ow has died m some way or anoths'. Jake wll I be here \ bitfore D agolar 
isdefeffidi 

13 These are Oagolar^ prisoners 

14 I f you take the powder over to the tank and m< It random things can 
happen. 'TOu may get friendly or hostile D agolar aimee or zombies Three 
zombies guard this room. 

15 If you gattoo dcee to these animus, they'll lash outatyou 

IS If you place a slimajar on iheorcle. then havea spelkastar read the 
bowk, you can create Oagolar slimes Although hosbie ihey'rea good 
sou rce of experience points 

17 Two shadows inhabit this room 

18 There are four ways through this cate You can iump through it (26% 
chancel, have Gobumix tncQer doe plate, su mmon a water etementai . or 
get four of the heavy bones found throu^iout the tunnels and toss them 
on the pressure plate 

19 If you didntkill Kddann any of the previous fl^its, he will be he^e to 
confront you for ihelast dme. if oagolar rs not here. Keldar summons live 
Oagolar dimes to light with him. 

If Gobumix rs following you, and you exposed Oagolar, oagolar will be 
waidng here for you He summons ten oagolar uimes if Oagolar is not 
hee. a fake waits for you in hiS private room (locadon 211, which 
summons hve Oagolar dimes 

20 This device produces rawkm effects, most of which are harmful to your 
paity If Oagolar orinefaka Oagolar is in the room, there is a ^ dvance 
that the organ will oestroy the fake or relaasaihespwits from Oagolar^ 
creations iwhich wlH destroy Oagolar) 

21 If you didntmeet Oagolar m the sanctum, a fake will be here to attack 
you. There IS a chest in this room that contains a wand ofmisslee a scroll 
of mirror image, a psnmc bracelet of prcteci force and a lemon. After 
Oagolar dlee a lire ring appears here 
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• FIELDS • 


SYNOPSIS 

W<Ml2ble»il IS a tanry on Aihi&s. and tTiee fields are hi^ly pn?«3 
Tlreoudlovr fron ITie Sewers gives Ore soil Oie nutrients ii needs lo nuke 
ooosfioufish. Slaves dll Ore land and oslIeuOtefmii - dosOy 
watched by Ore guards, of course 
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• Old Oneeye 

LoCiTiON 1 - Old Onereyeisa AOi-lMi Scfics' and the eldest sieve in ihe 
Selds H « is highly respected by the other slaves. 0 nee ai edventu rer, he 
realises his days of Uveitinngare over, avd is now content to wcfk In the 
heids IfthepaityisnicetoOnfreyd heoflerstohelp them escape Hm the 
fields There are Moneys to do this- chooseeltha method. II you wish lo 
eric by the cate, you must first kill all ol the ^ards Once you have done thts, 
Onaeye^vesyou a scroll of armor 

LOCATIONS AND SVENTS 

1 Old Onereyestands baskingin the sun 

3 Thisserf buys Itans you hevelound end can sell fmllto you. 

3 Thisserf gves you a gari which can be placed In thecbelisk. 

A Sa^ work the fields 

5 A group of guards protect each of these exits from the fieldi. 

A The gan obtained from the serf at locabon j acovetes this obelisk for use 
with Llods red (SeeresQueCI Villas for more Information.^ 

7 This leads you back to the hidden exit from the Sewers 
A Entering to either Side of this takes you back into the Sewers 





SYNOPSIS 

This ngion isa undy Masubcrween iheOtajiaA fields and ihevillag«of 
Teaqueul Heraiswh«eyou will fighctri«Dra|ian«iiiy wheniheynurdt 
lAio tne wasus Sefbr« tne fi nail ITia« is an S0% chance of anuHinon ng 
wandaing monsias ia ttiis region Afterwad. there is a 100% diancw 
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HOH<^UYgfl CHAIAnSAS IN THIS flSGION 

• Lauui 

LoCiTiON 1- Laussa left her pTMOusDitw due b dissent aisdis now 
wandering the wastei iwaiisgfcf a new in be in order (o get the Ring of 
Steadfastness from laussa. you must find ha a new tntw This is done by 
going and talking to Ssovan m iheNatca Lines re9on. Then, you can ^ lo 
Laussa and tell her aboutthenaw chletf. II doesn't matter if you've talked to 
Laussa beforehand Ifyou'renotgreedy, shewilIttiMyouand leave forihe 
new tnbe Oivce sM leaves the vea, go to theNatca Lines area, and she will 
be there laik to her. andyou can get the nn^ which ^ves the wearer a elto 
Conatuilon KIHInghenMlI not get you the ring. 

• Sgrus 

Locitiow 2 - Ecpis is somewhat baranoid, and always fair unsafe m the slave 
Milages, woitied about the Oraiian soldiers one day Ending him Thu& he has 
movtf out of the village of reaquael. and Into the wastes Hehapoenad 
across the dead messenca. and read the news about the Invasinganny Since 
thei, he convinced himsalf that the Drajivi army is gang to destroy all of the 
slave villages, and is resigned to not tell anyone, because it will 'just be easier 
that way* He will cell you the direction of TeagueCI and re^m that the 
army is soon gimg to roll into the wastes 

LOCATIONS AND EVENTS 

1 Laussa wanders the noitheri Mitof the reap, so use your overtiead map 
to Knd her. 

2 Egus stays around tus carr|) unless you read the scroll on the body if 
you do tM he will come over to you 

3 A Sre ring hes on iheground This will behere untif the Unal baises. than 
It win disappev 

A There is a scroll on this body that tells you about the armws massing 
a^i nst the slave VI llasfts 
9 Final Baaa #1 — Surmoned M onstars 

This Ught takes place If you've* killed everyone m Teaguetzl, left the ruins 
without getting the Geme, ordldnlwish for the shadow army from the 
Genie after getting him.The enbrefigit is against summoned and wIM 
creatures, and is quite tcugh The S^tconsKtsof vrock. black 
mastyiials, rampacers, water sementals. and earth efementals Thwe are 
three of each 
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I Final Bane S — Templar troops 

THIS is cha If rstt^9ht if you've ask«3 IheGene forMp in ffiebasle. or the 
second ifyou didnT Tltemosr daoga^uslfiin^in iTiis if^lare Che 
Oacgaransand spdlcaslers Dac^srans will detonate your items arid 
po^My paraiyte parry merrtiers. so he sure to take then out quickly 
After that, cceicentrateon ihem^es and pstonlosti. Flame Mali and haste 
sells are ^d. and as an added bonus they will cvry ove'inEo the nert 
li^i t If you've allied wth the enl^ants from Ihe Wa^ Tre n. stopped 
the raids on the Caravan, or killed the bandits In the castle, some ol the 
troops will be dlreted from you The fi^ht consists ol dealers [level $] (A|. 
pscniQstsIleve 9] (A), daggorans (8). and ory guards U2] 

7 Final Bane<S - Krasis, the Ora^ian oommande’, and eliteforces 
THeflixal bane if you letWyrmias leave Gedron village alive he Mill 
partiopate In this ifght (see Gedron village) itecerdless, this light should 
beCDu^. Kraxjs and his men are well-equipped and all of them have high 
statistics The best strategy for this h^t is o> put up a lame wall so many 
of the eiemtes will take some damage before they reach you The spells 
blink and ireshidd also makea deasiy combt nation Ol course, you 
should haste your patty as well. The fl^tt consists of Craos [level lA], 
elite gjard (leva 12] (12). black mascynals (3). dsflies (level 9| (3). and 
Wyirmasor 2 moredeiflersand 2 pslomclsts [level 9) Winning this h^t 
will show the hnel cinemetic and credits, thei return you to the ^ma 
where you can continue to build up your cheracters 


ffvnrsvuT 
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• TEAOt ETZL VI LLAGE • 


SYNOPSIS 

TeaqucI village islocawl in 0)«middleof trieunOy ivasies oiiiside OraJ. 
The only significant feature oltTiis area is Men cheund vrtvereafi 
underground vtats sceirce bubbles up atHl allo»rsTeaqu€zl u> survive 

BAire a visionary anived to prti(>he9y<l(X)m fn all 9>e slave villages in the 
desert TeaQuecl kept to itself and did its best u> avoid dtawi ng tTie atteniicin 
of 0 raj. However the prophecy makes desruebon inevitable The village 
begins preparationsforthewaraiHl the arrival of the bam) of heroes who 
will dnveback the ewl as foretold in the prophecy 
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HOH<fUYStl CHAKAam IN THIS flSGION 

• CUN 

Location 2 and thsn ukation 1 - ChabI, wtK> escaped slavery in N Ibenay 
years ago, is the leader eivd founde'of TeegueCI village He wented to buiid e 
place Hhere average people could live in safety from the lanplers who would 
otherwise enslave them. Chahl was a loyal slave m Mibenay unal bis master 
orde^ hi Ip to sacifficea cblld for the Shadow King instead. CUN stole tbe 
chrld, Ketura, end fed to the wastes arou ad D raj where he raised Katura as 
his daughter Chahi dotes on Katura and would do anyVung to ensure he' 
protecDon. Some people in the village mostnouUy Lieutenent Kwerin, doubt 
htsaNlity to lead, but none doubt hts innate toughness 

• Ihe Want Kwerin 

Location 2 and Thcn lOoetiON 3 - Kwerin is second-Ni-comrrand m 
TeeQurel villa^ and us gened control overmuch of its day to day activibes 
Kwerin s strength istus shrewdness (He once mana;^ to buy his freedom 
with his master^ own money, who was never the wiser I Kwenn is a relabre 
newcomer to TeagusQi, and wants to turn the wllageinto a major trade stop 
for caravans on iheirway to Orai Kwerin would like nothing more than to 
take leadership of reaqusel. but be knows he is not strong eiougb to defeat 
ChabI He IS merely biding bis time unoi old age takes care of CUN for him. 
Kwerin does not believe the visionerys prophecy and isndt inclined to help 
the party with mformaddn, or anything else 

• TUMsIonwy 

Lce«h«M 7 - Tbeviponaiy is a baHIngwho was found naif-dead m the deset 
H is prophecy of the slave wlleges' dsstpjcdon is a rallying point for all Thou^ 
hisbCHfy was healsd from iherava^dlihedaeert hisrrind is still overwhsmad 
bylhepowerof hisvipon ChaN bafieues thepropbacyand be^n preoanngtba 
village lx a comriigwar Theweonaryisdifikult. if notimpossM. to 
undettand pneeheapeeks m obscure metaphors Marbled refeeic& 

• Ooniny 

Location 10 — Dominy was among the first ssolers m Teaguetzl and isihe 
well master for the ullage He is the one who makes sure the wd I does not run 
diy One could, tbe'efore, say be is the most impoiwit person in the ullage, 
pnee there would be no ullage without the wall Oormny has. m facL done 
such a rsnaikablejob at keeping biswall fiowing that be and the bounty of 
Tewaussls wets' Supply has be^ea local l^end. Since all who live in or 
wsitreaquSQi come to the well, Dorrmy is one of the best sources for rumors 
and tnformabon aboutwhatis gomg on with Orajs army. 
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• FatfirGar^ri 

Location IS - FaUMrGatyn is a of Naterano t«nd8 Eo the villagers' 
health andspihtual vrell-being. FathS'Garyn was the one who healed CivaM 
from the mjttfies he suffered while escapmgsiaverr, mA has become Chahl^ 
closest ftieod and conifeanl lithe paty is seeking mformadon about ChaM 
Fatha Garyn is the one to talkto lno«^, FaiherGaryn seems Eo befriend 
most people he oomee in contact with. ben>gone of thefew pecfiletotakethe 
vtsonary unds his wing in Friendship rather Garyn is also fneids with 
Linara. ^e healer m Gedron Hehas promised together someectradroflhe 
pith ol a ranike tree, end he asks the party to rsmeve the pith frpm Motaku m 
the Red Sands Plateau re^on Once^atis done and the extract made. Father 
Garyn asks the party to deliver the ectradtto Linara m Gedron 

• lowyer 

LOCATION 12 (rAAosTATiS)- T^ebowyer isa Small shop owne'Speciaiiting 
in artfiety and ranged weapons Thebowyer will sell to the party before it has 
a^eed to by to gather allies. Healso has a small stash of magcal arrows 
which he will give CD the party if it displays remarkable archery skills The 
party can do this by standing at least 14 paces from the target and hiiOngthe 
ceiterofihebull^ey& 

• Aroivcr 

LocATiPN 19 - The armorer is a small shop owne'Speciahtingm armor and 
clothing H e also runs a forge m the back olhis shop The aimorer will not sell 
to the party unless it has agreed to gather allies for TeagueCI 

a Weapon Herdiant 

Location 14- The weapon merchantisasmall shop owner who special ites 
m melee meponry The weapon mathantwill sell to the paty before it acrees 
to seek allies forTeaqueizI only if it claims Chahl sent them. 

LOCATIONSANDfiVfiMTS 

1 Thisis Chahli house He comes here after the party agees to gathe* 
alliei and the party can talk to him about more personal masers If the 
party leader has a high Chansma. Chahl will bewiNIng to talk about 
lumself and his dau^ter Katura.The party can use this infotmadon at 
location 5 ED gam ecpenencewhei ittalkstoKatura 

2 Themeettnghall is atthis location When the paity hrst comes here. 
Chahl. LL Kwerm, and the council tell the paity aEeut therisonaivy 
prophecy and ask it ed help ^er allies to tight D raj Once the party 
agees. Chahl and LL Kweiin return to iheir houses. Whenever the patty 


completes an alliance, it should return here and talk ed the counal, who 
can gve the paity the latest news on iheOraJIan army ThecounctI also 
has ihepartyi rewards sent to its room aclocaboii 5 
After the party has defeated the Or^lan army, the counal asks the paity 
to become the leaoers ofTeaaueQl because ChaN was killed in the battle 

3 This isLC Kwerm) house. He comes hereafter the paity agr^ to cBiher 
allies LL Kwerin does not believe the visionary) proohedy, and will 
somstimesfM the paity fase information Hesees the paity as threat ed 
his plans of making Teaqueel a trade center 

t These are the Village)' houses The paity can talk to them to see how the 
war effort is progressing and to set information about Teaquettl They are 
nor inclined to talk ed strange), but will open up once the patty has 
^eed to gather allies The vii lege) indude the carpenter, the chv 
woman, and warriors 

S This isihe party) house A fire ring lies on the ground where the paity can 
rest The p^S rewards can be found in the large chests along the north 
wall W her the party ^rees to <ether allies, it linds theswonl Swiftbite. 
arrows*2. a lenon. and white grapes Whei the party returns and informs 
the council of ics alliance mih Cednlte, it linds theHdm ofM ic^L 
arrows*}, a psionic bracsseof share strength, and a red pear when the 
paity returns and nforms thecoundl ol its alliance with Gedron, it linds a 
scroll of pebble to boulder. Phram) Bow. arrows*!, and an ceange The 
paity can alsoiind a gem m each of the small chesti 
The paity can also mea Chahl) adoptive dau^ter. Katura. here if it 
already met he' m iheElvei Caravan and eithe'Chahl or Father Garyn 
told her that the party iswho the prophecy spoke of if the party tells her 
what it knows aEout her parents m N<»ensy. they can gam erpeiience by 
warning her asemst using mage rasNy She responds more favorably if 
the acdve character is a male human, ell. cr halMf 

% A villager) ptf weasel is at this location Trymg to opei its ca;^ will 
upset the villager 

7 This isihe visionarys house The party can talk ed him and hearhis 
prophecy Rrst-hand The prephecy) basic meaning is that an evil army 
wdl CDme to prey on the weaker villages, and onlya band Df haisescan 
stop Ihedestrucbon These hs'oeswili forge alliances among the isolatai 
villages and br^ng forth an army of shadows to dnve back the evil 
Once the party has acceptbi its refe as the heroes of the propebecy. the 
visonarywillgveihe party Llod) Rod TTus dedce enables the p^ to 
teleKirr betweai specilk regoniin order for Lied) Rod 0» work, the obaitk 
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UveurgeT re^Qn musl be activated by placing theobdlakscoiresporHbng 
gain in lU ceiter This aoivaee the obsuk and allows LlcdSRod to borne in 
on Its ma^cal au However, Licds Rod canncrt work unilerTwrHt Qc i^ 
there is a masve amount o(me9ial energy being used in the are*,sudi as 
when the Orajian airny issurmoningitsmcnscar Ixasack 
Thevisonaiy also eqdains that the gem belongng to the obeiiek m 
TeequeCI was thrown down the ullage siwH 

I T^e^e isa pile of fortune-telling boisesatthis locaeois which the party 
may use The earn ng on tbeivearby nail reveals whether the foitjneis 
favorable or not 

I An obelisk is located here: italiowe the parry to teleport to this location 
using Llcd^ Rod once the gsri found et the bottom of the village wall im 
the Subtsranean Temple) t^s beei pieced m the obellakT center 

10 The wai I master. Oominy, is here. MOiiung on vanoua unprovemep ts for 
(he »rell Heis a gsod source of informaeon regarding rumors about the 
Drejian army, as well as intormaaon about what is going on m thevlllase 

II The vill^ well is located here The pvty can quench its thirst at the well, 
ifihereisa half-gantin thepaity heorshecan drW er^ough to dram the 
wdl The party can also Iowa' vid rarte the water level of the wall by turn- 
ing the crar* on the side of the well, lithe well water is lowered, the party 
can climb into ii which takes them to the Subterranean Temple The gem 
found ui the Subterranean Tenple belongs in the obelisk at locabon 9 

12 Thevllla;^ bowyerhasset uphisshop acihis locadon. The party can 
purchase its archary and ranged weaporis here The bowyerwill sell to the 
partyatalltime&. 

13 Thebowyer has set up a target at this locabpn whidi the party can use to 
hone rts archery skills if one of the party displays exceptional archery 
skills by tutting the bulls eye from at least Id paces away, the bowyer wiH 
give the parry a small quiver o(errows* 2 . 

Id A weapon merchant special itingm melee weaponry isipcated bare The 
weappn merchant sells to the party ilrtaTeesto s^ allies for Tesqueta 
or lilt claims chahl seitthem 

15 father Gatyn lives m this house Hecan provide informaDon about the 
village, Chahl, and Katura The party can usethrs information at location 
S to^in experience when it talks to Katura 
Father Garyn is waiting forihedallvery ofabegotprih fromNotaku in 
the Red Sands RIateau ilthe party does notalready have the pith. Father 
Garyn asks the party to raerieve IL Ot«ce the party obtains the pith. Father 
Garyn instructs them on how to rrwkethepiih extract and neasks the 
party to take the extract to Lmara m Gadron. 


Id Akherical dances are located along this wall The party can make the 
pith ertrect that rathe' Garyn wants by pouring the pith mb the 
dencehere There is also an alchemical tarnerewtuch can be used 
klocahcn 17 

17 The wetertank here is Father GatynTfocus of worship for the sphere of 
water If the party puts (heiar found at locabcns 16 or 18 in the wate* 
tank. It can produce green grapes 

18 There is ea alchenweal lar hee which can be used at location 17 

ig Thevillagearmorerhashisshopacthislocetion Hesells many types of 
armor, but only if the party has ageed o> help TeequeCI m the if^c 
a^instorai 

20 A forge is Idcabd in this room which the party can use to make a stee 
ax»*l in order to do this, the party must use the magical metal from the 
meteente m the GemiMds at location 1 To make the are, the party 
should hear theforge using the bellows on thecoals Once It is heated, 
the party can heet^emeseofite, then use icwich Iheanwl to makea 
metal rod Next the party should put the metal rod in the forge to heat it 
then use the rod with Iheanwl to make the stssi axeal 

21 The gate at this location leads to the W his sands regon whentheparty 
6rstentsr& they must identiy itself or the sate guard wdl not allow it to 
ants' The^ gjard will try to charge the parry for water il they express a 
need for water It is not necessary to pay him 

Once the patty has idenbfied itsdl. the ^tegiard can provide 
Information about the village as well as rslayingany news henas 
heard aboutDraj3 movements 

When the party has allied the otha slave villages, a devastating sand- 
storm arises as the party leaves to lace the Orajian army The sandstorm 
reveals the Palace Rums and tsmporanly drives back the 0 rajian army 
The visionary then explans that the party must srtB' the rums to retneve 
the Geme b Are it faces the overwhelming migvt of 0 rai Withou t the 
Genies hsip in summoning sn ermy of shadows. Orai will be able to bring 
Its lull fcfceagiinstTeaqueCI and undoubtedly crush any resistance 
Motes Because the fulfillment of the prophecy is dependent upon trust 
and making allies, any show oteggessen by the party aganstthe 
villa^rs destroys the prophecy Ifsomeone inTeaaurttI is killed, the 
Orailen errny soon attacks with waves of troops and aiy hopeof 
ganmgthe GemeS hsp m the Ralace Ruins is lost lithe party survives 
the attack on Teaquetzl, they will then face the hill force of 0 rajS army m 
then hie ^s regon 
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• NAZCA LINES • 


SYNOPSIS 

Tlwsall in this area has formU into ntysianoustfiapeand lio«s 
Scnneo*iri«ri have strange poivcrs u> enlighten and empo»r«rp«3Qle 
Geysers blow steaming water into live airand layer moreuli on top 
of ^e already coated grouiHl 
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HOH<^LAVgfl CHAIAnSfiS IN THS flEGION 

• Haris 

LM«noN 1- Hansisan>^Ki$t m search oldeaMrenlightenineiL The paths 
he^ fomspaoemslhar lead to neater enlightenineit'iitien Mlowed for a cetain 
pefod Qftiip& ifyou Mlow the path snlh M ens. you gwv eilightennKPL Asan 
aooej bend Male «nll Ihertsdl his psionicbraceMtsto you. 

• Tnnuu 

Location 2 — Toonuu is a nch iverehant «*ho trades in salt H e is from the 
roountains where saN israre arHl valuable He Gathers and refines salt to take 
horoeand »ll forenoiroovs proSt You can use this salt to buy DemothiS 
nsastyrial w the hed Sands Plataeu re9on. 

• SsQiiiaB 

Location 3 — ssoven is a ssurran »rhos lost his tribe Hel now looking for a 
new tr^ Ssovan is foilomnga dusTilevil because he believes it is his totem 
end win lead h»m to a new tribe that he will lead Once you talk to Ssovan. 
you can getLaussa in the White Sands region to go and torn him 

LOariONSANO SVSNTS 

1 After speaking with Hans, you may walk aiound the path threedmee and 
gam enli^tsimeii After you've been enlightenaj. Mans sens you he 
paonic bracssas Ifyou kdl him, you find ^e bracelets on his body The 
paonic powers you gain from these bracelets are ego whip, intellect 
fortress. psion< blasi and synaptic static 
3 Toonuu istberegaihetingsaltCD take home With lum He sells you some 
for 3,000 caamic pieces 11,900 If you barc^nhimdown )Hedoesrbot 
heve ihesalton hun ifyou kill hun itisonly necesseryto buy iheseltif 
you've deeded to buy^emascyriN from Demothi in the Red Sands 
Plateau regen 

3 Ssovan is searching lor a new tnbe. Once you've talked to him, you can 
endee Laussa (white Sands, location 1] inco>oining histnbe. when you 
return here, she will be with him. 

A Dig In iheeye oflhedracpn with a shovel Ifound m iheHotSpnngs 
or on some D rajian gjards) to find buned treasure. In the bo» you 
Und a siTOll ol lame arrow and Aposs' hearr-oystal (for use in the 
Subterranean Templet 


CHAIAam IN THIS MGION 
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• CEDRILTE VILLAGE • 


SYNOPSIS 

C«3nli«li6M£aed dgaira riKKiouin «vd is ncerly 

surroundal by dil^ This nukes ii eesily deferable linfbrtuivMy, ttiis 
is no impediment to Ihevryvem riders nbo simply land in Die middle of Ow 
village. The village has been el mosi enorely destroyed, nittkcwi a angle 
building sDII iniao. The villages are withoul hope and have nothing to 
look toward to eicept death 


• CUya 

LoCiTiON 2 - Chaya is ibeittdtfof Cedrilte With the casBeatop the 
mountain nectto Cednice, the village has suffered greedy from conscent 
raids by the «*yvern ndet. Chaya has done the best she could to hold the 
wll^CDCBlher. but Die effort has cost her. She isverysuspiciovaofviy 
strangers and will not join the aHlanoe against D raj unlea all ether threats to 
Csdnitevetllminated. namely, the wyvem riders and Tara Evei then, she 
mil only agreelo an ailtanceif sMis gven assurances. Chaya ^ves tha paity 
thagem to tha mageal obdlsk, as well as greei grapes and ad lng*2 if they 
egee to stop the wyven Hders from attacking ner village if the paity 
succeeds, she gives the paty a psionc hracdel of animal affinity and a lime 
Chaya sends the paity to Kiikor, a dwarf who helps Ihe parry Und the secret 
eitrance to the Dndemountain 

• Usituve 

Location 6 — Dskuye is the ullage sjtMeader Despite the nearoestrucDon of 
hrsvillage. Uskuye is uivdaunted He likes nothing better than a good light 
and volunteers to accompany tha paity on hunung forays uskuyehas 
infomuDon about the wyvem riders and Lukyan, ibe lore master 

• Kriker 

Location 7 - Krikor isadwarf whose fccus is charting all the caves m the 
mountain ransee Khkoruses tha village as a base from which he does his 
chatting He knows the secret cave entrvice to the tindermouncain and can 
leM the party to it. . but only if you speak toChaya first and promise to 
dlaaatch the bandits 

• Lukyan 

Location B - Lu kyan is a lore master, but now spends his bme prepan ng 
meager meals for ^e village The mountains arouivd Csdnice offer a variety of 
unique plants wtuch Lukyan studies Lukyan is able ED instiuct the party on 
how to acquire theteror blocm required for HotakuT mission (Red Sands 
Plateau, iccabon U 


• Atami 

Location 4 - Aaami is the ullage carpenter Atani despairs s nee anything 
she builds IS quickly destroyed by the wyvem ndn 
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• H^Br 

Loo»T)ON 3 - bl ehur Is i Virl-kr«ei d«rlc 9f sir. M 4fi Ur MSM<rs m the fece 
Iheiiivvefri riders' desinjcdon sthI hes becoiTre mortMly precynetic. Heviitg 
burned sll be'Strentth vsinly frying b keaa the rii lege sllve she is sunply 
Neidng for her deeth Whether she dies at ihehendsof thebenditsoronedt 
the msny other horrors CD be fo«jod on Alhes meens iitselo her. If the perry is 
inju red. M sfi Ur gives it s red peer 

LOCATIONSANDfiVfiMTS 

1 TheentrepMtDCedtlReisatihisliKSfrdn w her the party iWstemvei 
the vSllege IS under attack thewyvem riders If the party does not 
defeat the bai^dits, It is likely CD be the end o( any hope forcedrilteand 
any chandeolai«DlheraHlanoeCD help in thewara^inst Orsi 

2 Chays. the village leader, can belound atthrs location. Having sen her 
village all but destroyed, she does not 9ve the party a Marmutlcome if 
the parry shows Itself to beunselilsh arHl promises CD stop the baeviit 
raids, Chaya 9ves the party the gem to the magcn obelisk, as ntll as 
gtsan grapes and a sling*2. She mil noteoteruln any thoughts of an 
alliance until the «*yvem ndethave beai stopped The party should ask 
Chaya for help ^ng to thecesBe She tells thari «*h«eto ifnd Krfkor, a 
dwaif who hasmapptf the surrounding mountans. 

After stopping the wyvem riders and elimlnadng the threat posed Py IVa. 
Chaya gives the party a paonlo bracelet of animal affinity and a lim& She 
also llscsis tolheparty^ proposed alliance Convincing her IsBfficulL 
and the party guns less expeneicft unless the Druid of the Ho«*ilng 
Wind offers his protection. He mil do so if he Is sdll alive and the parry 
destroyed Tara for him. 

The party can also gam experience by giving chaya any bags of9?ln 
It Is carrying 

3 Mehtar. the village cleric, Bes out a me^er existence het Ifthepartyls 
injured, she may offer it a red peer 

4 ThevlllacB carpenter. Atami. Is at this location, she has more Information 
about the village 

5 ThevlllacB ««ell is located here The parry can cl»mb down the «*eli to 
enter Ihe Subterranean Ruins After the light with the wyvern and iheir 
ndetaticcafron 1 . one of the villagers approaches the parry and leads it 
the leader^ house The villagers td I (he parry about the bandits' attacks 
and the castle 


6 u skuye, the village sub-ieader. Is at this location. He Is friendly and 
undaunted by Ihedesinjction about him He is Impressed byihepartys 
prowess and will sd on a hunt for sciines tf the parry shows an lOteresCin 
his fighting ability, lithe paity ison the guesto find aterorbloom. 
uskuyealso helps the paity fl^tiheram(>ager at location lo. 

7 Krikor. who ischaitivglhe caves and mountains of the vea. Is at this 
location He does not want to be bothered by the paity and IS easily 
IniutBd, hoieever he mil lead the party to the secret cave entrance to the 
irndermounuin if they leeresentto hiiv by Cfuya, or if the party does not 
uke u p too much of his time 

I A lore nuster, Lukyan, is preparing meals at this location Lukyan isaUe 
to instruct the par^ on how to acgu Ire the tarror bloom lithe paity has 
spoken to Nouku (Red Sand Plasau. location i] about that mission. 

I Thesecretcsveeitrancelslocatedhereon thenonh wall Theentrancels 
verydiflicultto lind unless Crikor haps the party Having a thief as the 
paity leader uTiproves the parry^ chances of finding the errtrvice 

10 The serpent tree is Iccatad here Ifihepartyislookingfor a terror bfooiti. It 
must use the tree to make noise (or use the concfi found m Lukyan) 
house] in order to call a ranpager. 1 1 the rampagar is destroyed within IS 
paces of the serpeit tree a terror bloom appears 

II Stnnescan often be found wandering In this area, lithe paity is hunting 
With Uskuye. frits location Is a giod cneto find than 

12 An obdisk Is located nere It allows the party to teleport to Ihrs location 
using Llods Rod once the appropriate gem Ivas bean placed In the 
cbeliB:) cepter.The is found m locaDon 2 of thisregon 
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• UNDERMOUNTAIN • 


SYNOPSIS 

Th«UnMnv3unUin IS a ina2« of underground tunnels which are divided 
incD we levels by a diff running enslio vresc The loner I^M of 
Undcfmountain is inhabil«3 by the nndhome. a peaceful commumry 
of lelepacfiically linked individuals The upper level is inhabited by dark 
spielers. Oarkhold, tTie spider commumry, has becornehosuleco cfie 
rmndhomessinceOueen Cheeesmak'Cunk' began her reign A 
resourcAl party can Icrge peace between themindhciniesand spielers 
by esiBblidiing iiaele A large cavern on the east side of the upper leiM 
isetominated by fungus groves, while in the northeast comer a 
masave pcrtcullisoverleioks a dvasm 


HOH<fUVgfl CHAIAam IN THIS flSGION 

• flrtiHiiMlwiie 

lmaon S - Theilrstmindhomeisapscfucally-liniied group of 
lindermouiitain folk Before the rebel mindhome dissent and broke asiwy. 

Uw first rmadhon'e was the only group (bind in if Mermauntam The Srst 
rmndhoine rehtses toactagemst theoaH^ epidst, beliwang peace is Die only 
«*ovtnwhile«osteiK&Thav ere no leaders aibongihe folk and any newibe' 
kjvowe Hbachae uanaatred snih any other memb? TheSrst mmdhome telle 
thepany about the Outcast th«casD«. the deik SMers, and the ^ln9JS91^ves 

• flebel Mindhene 

LoCiTiot 3 — The rebel mindhome is a pstorucally-linked greu p of 
Ondermountam folk who believe Che only way to deal with the threat of 
Oueen Cheee-smak-tunk' and her sptderm^ is to destroy them. The rebel 
rmndhome broke away from me first mmdhome when it disagreed about how 
to deal Niifi theihreat posed by thespiden Ho great plurality of mmds can 
eTiStwiDiin a rmndhome. so a split was inmtaMe The rebel mmdlKene is not 
hosbie cowards Die first mindhome - Die two groups simfiiydlsacree too 
much to maintain them link. The rebel mindhanegveslhe party orange 
grapes if it agree to destroy the dark spiden If the paity succeeds m ki lling ai I 
the daik asiders, the rebel rmndhome helps Die party sneak into thecasDe 
However the party can earn more acpeienceby establisfung trade bsbveei 
Pnnee Clikk-bink' and Die rebel mmdhome The rebel rmndhome then helps 
the party enter thecasDe 

• Outcast 

Location 9 — The Outcast is a slighUy defecbve member of the folk who 
mana;^ to saupa small Dade with Clikk-tunk', a pnnee of Ihe dark spiders 
The Outcast collects vermin for prince Clikk-tunki who. m turn, gives Che 
Outcast spider 9lk whidi he weaves into many useM things bedding rope, 
nets, etc. The Outcast could never truly link with the grew p mnd, and when 
the hosDIIDes b^an becvreei ibeaoidersand the folk, be wait off to patcfi up 
the differences 

• Chur^tfrtunk! 

Location 10 - Cburr-ce-cunk* is a dai4^ spider who gjards Die west cliff 
acpinscunwsnted visitors He is a lollowe'of PnnceClikk-tunk' and actsasa 
conoct bsbveen PrinceCI*k-tunk' and the Outcast Chumte-tunk'gveslhe 
party a sik talisnan wtuch allows ibwn to pass My throu^ Oarkhoid He 
knows about the Cavern of the Ancients and the fungus gtives 





iA 


* QuMP ClMB»siTiak«tupk! 

Location 16 - Ou@«n Cht oj srr>a>;-&inki is a poi««ilil daft!? Mho mis 
Oarthold Oueon Ch ec a srnS-tijnk! is a viC»o«iS sthI dsious mis She liks 
tost hursnoiS and uss the Ihrsl posed by Cheenoey to Mace war on Che 
folk. She promiss b> ^ve cheparty crssureif Icdstroys chescily and 
relMSS Che dart: aaiders enchrallS by it h oweuer Sie dos noc like Che ids 
of people s poMerful s che party «alkifi9 Its in 0 arkhoM She prepss an 
assasan force to kill che paity. siwuld Ic survive the oitisis m the fungus 
9trve Ifihe party lends ics support Eo Prins Cl ikk-cunk!. It can ChMartChe 
queens plans and gam che hap of (Mother darkspiden. Queer) Cheee-ariak- 
tunk' possesses Che Wyldni rid Wand SheMrII oot relinqui^ her rule of 
Owthold ashy 

• PnMeCUkkdu*! 

LOCATION 16 - Prince Cl ikk-Cunk! is Che child ol Queer) Cheee-smak-bink' 
Pr^oceCIrkk-tvok' seatheadvvitasBof trade Midi che folk, bucheis Meaker 
than hiS rnocher, che queen, a he muslslistdieparty^ aid in ousting Queen 
C heee-siTiak-cunkr from poMer To 91 n che other amders' trust the pnna 
inscruccs che parr cd destroy cheenDcy m che fungus grove The prince warns 
the petty lhac Queen C h eo e s mek-cunk* is untrusMorthy eod hewlH help m 
the fi^icagansr the queen If the petty does nocagra Co hap che prince, chey 
Ntll oot beablelo acablish cradewllh the folk 

LOCATIONSANDfiVfiMTS 

1 The encrance CO Uodemouocainis at dus location Screeme' beeves often 
prowl this era looking for prey. 

2 Thesecavaarefiilad Mrth veroiio Some of the Undernnountam folk cooie 
here to collect Che verrTim for chespidasif che party estaUisha trade 
betwan che b«o groups Screeme' beeea often prowl this ara looking 
for prey 

3 The rahel mindhpme lores In thiscaven TheraM rrmdhome broke away 
frot)i the lirstmindhome when ane of the folk decided the only way to 
deal Nidi the spideRwa to destroy Chen) They Nil the paity about Queen 
Chee^smek-tunk! end cheatv spiders and ask chepar^ tp destroy the 
Seders In reoim, the folk gve the party orange grapes and pronua to help 
the party snak mtotheasde The rebel mnadhon'eaia has information 
about the QutcasL ihefongjs goves, and theiirstmindhome 


The party may moreecpaaceas well es che folks hNp by estab- 
lishing trade batween thesaiders and the folk Torwomthemindhomes, 
the party muse return here with Prince Chkk-iunk' and convince the rahel 
nvodhome chat the pnnee istruscworthy. Telling the mindhomaiMC the 
princewiN nothaim them even if they do not aga Co trade is a sure May 
of convincing them Oncethereis pace between the spider vid the folk, 
the rebel mmdhome sends one of its members Mith che party to the asUe 
entrance to he p e enCB' without aiwtmg che castle gjards 
t The party an ch mb the d iff at this loacion usmgiheslk rope It gets from 
the Outcast They can also clmb it lithe party leadens a chief 
S The first mindhome lives in chesacavems The first mmdhoma is a peacfr 
lowng community and Biks to Che party as long as it is not hostile They 
cen CEll the party where che Outcast and the astle are and have 
information about Che dark spider and che fongus groves 
t A hre ring is located here which allows Che perry to rest 
7 The<kjard acchetop of thedlffchellengB iheparty HeallOMS the party 
to pass if icdaims lets just going to the castle and gves the party a alk 
talisman wh<h allows it to pass fteely chrou^i Oarkhold HeMs 
Information abouCDarkhold and tells the party about the enbCy in the 
fongis grove 

I Tha paity can chmb thediffatthis location if che pwty leader ts a chief if 
the Outcast led che paity here hegvesthe party a alk rope which 
enables ic to climb the cliff 

i The Outcast IS at this location Hebelleves chat the anoencs are behmd 
the reemt violence and is certain a ojrse dooms all who live in 
lindermouncam He talks to the party if It promises not to harm turn The 
Outcast cd Is the party about che cavern of the Ancients and its possible 
connection to cha fon^js groves and the sorders'hosNity He also has 
Information abouCDarkhold and wants che party to help him establish 
trade between the dark spiders and the folk 
If che party pledges to end the curse, the Qutcest offers to makea piece 
of Silk Amw for it and helps che party up ihediff mto Darkhold. Once 
the party has accomplished this hegvesthe party che Silk Amur The 
Outcast win notgveche Silk Amur to che perry if they destroy all the 
daikspfders 






10 Churr-Cfrtunk!9ivdsiMlopo(thediflatchislocnoii Heallo«nih« 
partyto wssinCDDarkfH)ldifitclairviriactheOut£aasent ilHealso 

Che MiTy a silk calismen nhKh eilon it to pass freely Ihrou^ 
Det4(hold. He has aOdicipnal informatipn about checaven of the 
Anaaibendihefungvs proves 

11 this IS the entrance to 1M Cavern of the Ancients and is protected by a 
warning Symbol set m theorovnd The symbol erupts m flame if anyone 
walks Over it 

12 The north wall at this location was bricked up centuiies ago to imprison 
Ha^ and bis ftillowers The parry can attack and knock down the 

wall to reveal the room beyond Red slaad appear to defend thecaven 
ol the Ancients 

11 Tara irriwisonad her brother N a? m this room after a battle for control 
over the Inner Eye, an ancisrtma^cal soaacy The remains of Kagi 
follower are still cbainad to the wall, thou^fi managed to escape 
bonds and curse Tara The party can read the curse whKh is stiN etched 
into the cave ilwr 

Also m the cavern are the taliarens of Nagi whKh protect the wearer 
from the poisonous spcfes of thefljngi m the sroves The party finds the 
gddap pendant, a scroll of mmutemaeors. and Magil journal. The party 
can read thejpumal to learn of Magil struggle with his sister and gim 
vital information about the rroty m the hjr^s ^va 

14 Oark spiders are at each of these Ipcatipns They talk to the paty if they 
baveaalk talismaa 

15 A spide' mage guesopns the party Heallows an audiencewith the Queen 
as icngas they are notagtressive wbenihe party returns after destroying 
the enlify, he thanks the party and instructs them to talk to the Queen to 
receve thaw reward 

16 Queen Chi io e s mak-tunii* sitson her throne at this location Sheis 
disdamfol olthe party, butwishesto useitto eliminatathe threat of ibe 
entity m ibe fungus The party sbc«i Id be careful net to msu It the Queen 
All olDarkhold will rally to her defense if the patty does notshOM her 
respecL Agreang to destroy the enb ty will molHfy her distiust o( the party. 
After the eitity m the fon^s grove is destroyed. Oueen Cheefrsmak-tunk' 
lures Ibe party mto her back room wrth Ibe promise of treaajre. at which 
bmesbe calls for her subyects to kiN the paity. if the party has agned to 
help Ibe pnnce, be exposes the Quasi! plan and calls cn the ether 
adders to support fus more honest rule The party thsi has valuable allies 


m its fl^Titwith ibeQuesi Any spiders rescued from ibe fungus gove also 
light on the party! Side Tbe party needs the prince! upport to establish 
trade wiib the folk aid sid ibeboslilides betwesi ibe two races. 

Quean Cheessmak-iunk' drops thaw yidwind Wand when sbeis 
drtfeated PnnceClikk-tunk' then fpllonsthe party to the rebel mindbome 
where be bepes to establish trade and bnng peace to U nderrrountain 

L7 Thegueen nasstasbed an apple and an ceangepeer m tbetfiestbebmd 
Ibe screens at thrs location, along with the remains of her latest vrcttmi. 
The party can attack and knock down ibe screen! but the Queen and IIS' 
subjects aoack the party for staalmg Gratefol foe the party! help, the 
prince allows the party to take what it wants once the Queen is defeated 

18 After Ibe party has speken lo the gueen. Pnnee C hkk-tunk' meets the 
party at this location HewamsthepvtyofQueenCheefrsmak-tunk'S 
ireacha^ and asks the party k>jon his attempts to oust ibe gueen 
and establish trade «nth the folk The party must first destroy tbe entity 
m Ibe fungus govern order to overcome the dark spiders' distrust Once 
Ibe entity is destroyed. Prince Chkk-tunk' follows ib« party to confront 
ibeQueei 

19 The fong at these focabens shoot poisonous spores at the party iflhey 
are not wearing thetalisiians of Nag 

30 Oaik saiders whose minds are controlled by the epbiy are at ibeee 
locations to protect it aganst attack They attack if tbe party approaches 
too closely Tbe talismans ol Nag may not provide protection from ibe 
hjngis spores when theenbty isibreatened bycombsi 

31 The party should moveto Ihebnck cutle at Bus kicadon asguid:ly 
as pose ble and throw Bie golden pendant mto the hots This destroys 
ibeenbCyand rseeses the eilhralled grove spiders If the perry does 
not attack them, the spiders m the grove offe* to help the party aganst 
Biegueei 

32 Queen Chee&smak-tunk's aaassms ambush the party at this location 
after It has destroyed theenbty 

33 Guarosfrom the casbe ere stationed at Vuslocabon They are lazy and 
wdl not attack unless the party intrudes on them or the alarm a raised by 
opening the portcullis without the folk! hap 

34 The casbe portcullis is at this location. The party can enter Bie castle 
without sets ng off Ibe alarm rf one of the folk has^reed to help them If 
Bie party uses the portcullis on is own. guerds attack and the party will 
face more gjards once it alters ibe castle 
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• LOWER CASTLE • 


SYNOPSIS 

The Lona Cdsile is perched etop e nouitierri. There ise sleep d iff oit trie 
east feceof iheiTiciiintaiit from which the wyvem n<len laiinidi ther atracki. 

Vrock have also been krvow iq penh along this ddf 

The castle isaiKieni beyond rnemory. Indeed, ttie carvings on ssrneof the 
walls suggest it was bui ic before Athas lu med into a wascei and 1 1 also seems 
to amaa enl The I itner Eva a magical sooecy formed several centuries ago, 
madeis hone in this casde, and the cursed remains of that group soil 
haunt It H ore recently, the casde has become trie hone of bandits These 
bandits somehON managetocorvirolwyvemsandnow merale^y 
retd the fljrrou nding areas 


HOHJiLAYEfl CHAIAam IN THIS MGION 

• Tara's PoUowers 

Lcttfi ONs A. S, 6, 7 - Taras followers are the remains of the I nner Eye Taras 
foHowe^ were cursed to spend elemty «nri Ter& Thar bMies, howeve', show 
the effects of tune, and they have become little more than aniTietedccrpse&. 
Tara9«N Neeryof her followers' ^im vtsa^and imprisoned then in theUack 
neta flag's curse and lhar unaidmgirrpnsonmentm the blad: maze has 
driven nres foHowat msana Though the fdlowers' bodies can beettackai. 
they cannot be truly destroyed unDI flag's curse is broAai by defeeDngTare 

• (have 

Location 12 - Chaero is the bandit m charge of taking care of the nyverns 
Cheap IS enamored by the idea of riding wyveris and joined the bar^its for 
that sole purpose He is cowardly and does not want to face the paity alone 
He tries To nek the party by claiihinghewill help it 

• Tara 

Location 11 — Tara is an ancienr defiler who ruled the Inner Eye but is now 
kept w an ani mated state by her brothers cursa Centunes ago, Tara vied with 
her brother. Nag. for control over the inner Eye Though she won the battle 
and entombed Nag in the Undermouncam, her brother cursed her and he' 
foIlQHers CD eternal I Ifa trapped In the casBe Centuries laCB', the W yven 
Master amved with his bandits end the b*o struck a bargain Tara gave iho 
Wyven Master theWyvem Hoc* while he provided her mth the wctirrsshe 
ne«j8 Q» maintain her ycuih TVa can besummerved to this locaDon by 
striking the geng The party can only destroy Tara by usmg the Wind Potion 
(Upper CasBe location 5) after she has been struct down m combat Once 
she has been destroyed, the SilvW' Nealace and Tynans heart appear 

LOaTlONS AND EVENTS 

L Theenbence to the castle is located here it leads to the Undemountam 

2 If the party setoff the alarm while raismg the portcullis in the 
Undermountam. they hnd several gjardswabng in this room The 
gjards attack the party. 

3 There are agis satin theToor atthese locations which prevent Taras 
fonowers from leavmgthe black maze if the foUower from locadon i is 
Mrth the party, he will bedestroyedbyihe sigIS warding mage when he 
walks over (he it Once Tara has been oestroysd with thewmd Poben, the 
paity can gam experience by uang the Wind Potnn to destroy the sigis 
and free the followet. 
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4 Th«2iMnbl«sr chlsiKatnn be^s the p«ty tc »ve him from Na^scurs^ 
Th« party can apre«. but chatoinbio will be killed nhen bewalka over the 
99II at locaclon 3 . If cbe parry re^jaee to help him, he attacks The only 
way to release Taras followers from the curse is Eo destroy chea^fls 

5 The 2cmbl« at this location has besi driven totally insane by Ma^s curse 
and attacks the party whenever be sees it The perry can, however, get Uie 
zcmble to talk and ta I it abcurtbea^is 

I The zombie b^ the pvty to destroy Tara eitd end the curse He has 
mformallcn about Tara. MagiS curse, aod the Oirjid of ibe Howling Wind 
If the party leader Is wearing one ofVietallsmaruof Nagi found In the 
Undermotmiam. the tombie attacks 

7 This zombie wants nothing more than to beic^alone. Hovrever iheparty 
cvi cajole him into tolling then how to destroy Tara H e sends the party 
to the OiTjid of the Howling Wind Once Tara has been destroyed, he tells 
the parry about the Serpent Beats at iccabon B 

I The Serpeit Boors are hidden m a broken jar ar this location 

t Guards are stationed at these locations and asact: the parry 

10 A 9jard is sleeping ar this Icoabon if the parry has not made too much 
nase fighting neaity The pwty should threaten him In ordS'tD get him to 
talk otherwise he swnds the alarm The^jard tellslhe parry whereto 
find the Wyvem Master and informs ibem that Chaero can help the party 
gee past the wyveris at location 13 He also has information aMutthe 
black maze and theWyuam Hook 

II The WyvernMasta'sacnhces victims ro Tara In this room Tara feeds off 
the vIcDms' life force to maintain he* youth and appears lithe party nngs 
(he gong by hitting It with the striker The paty can then talk to Tara. 
Ihou^i she invariably succumbsto hertMincer and attacks the party Tara 
cannot be destroyed by normal attacks and appears (hree times bdore 
She grows weary of the party) games. She goes Into e rege if the parry 
leade' is wearing oneof thetallsmarwof Nagl 

12 Chaero Is in this room taking care of the wyvem saddles and other tack. 
Chaero attempts to trick the party by claiming he can sneak it past the 
guards In the wyven peii N owever, he mertiy wan ts to trap ^e parry in 
one of the wyvem pens unDI he can sound the alarm If the party does not 
threaten him and goes along with Chaero) schemes, he tells the pvty 
how CO get to theu pperCa^e Healso Ms excellcrt information about 
the W yvem M aster, the W yvari m 00 k. vid Tara 


13 Wyvem riders are at this location guarding the wyvem pens When they 
spM the party, they attempt to release the wyvems from tharpens before 
attackif^gThe parry should chargethesegjardsand attack to prevent 
them from opeiing the pens Ifihe party manages to dispatch these 
^ards before encountering other guards, they can reach Iheupper CasDe 
wrth out sounding the alarm 

14 Thestairsatihis location lead to the Upper Casaa 

15 If the party agees to let Chaero help them aciocatioii 12. hemstmets 
them to hide in this pen. Once in the pen. chaero sounds the alarm 
When all ofihebandits vid wyver^^s have arrived, the doc* to the pen is 
opened and drey attack A party leader with a Strengh greater chan 18 
can break down the door 

IB A wyvern IS In each of these pens 

L7 Wyvemsandthendetoccascnally land In this area They attack if they 
spot the party 

18 The levers at these locations open or cloee the dear Immediately to the 
north of ii 

19 Vrock have taker to psthing on the cli flat this location Theyatiackif 
they spot the party 

20 The north wail at this location is acbially a magical bamm The party can 
discover it by havHvgthe party leader wear the Sepenl Beats while 
walking alongiheedgeof the wall. Once discovered, the wall can be 
dlspslm by touching It 

21 The sword darkflameis hidden in a chest at this location The^arealso 
several gems and other treasures 
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• UPPER CASTLE • 


SYNOPSIS 

TheU pperCaifleosrisis pnnunlyo*lwo CDncrs builc above lheLci»r«r 
C&sDft Its long, oos> O3rrl<lors nukeicOiffloilcio navigoievritriciuc 
bang spomd by guards 


HOH<PUYgfl CHAIAnSRS IN THIS flSGION 

• WfMiniMaTO 

LoCiTiON 7 - TheWyvan M aster Isa mliwr bandit who sooQed the arxient 
casl& He altered the casdehofung to discover treasure Instead, he found 
Tara AcombmatwnofhlsguidiMttand tosSagtwoofhissjbordinatestoha' 
allowed him to negobsee His ofter to provide victims m return for poner 
found lavor. she provided him Hiih the w^van Hook and an earth aanental. 
and cold him how to gsiher the iiivvans when the Druid ot the Howling 
Wind attacked. theWyvern M asta* was quick to imprison him as a pceable 
dsfeiseagsinstlVa. whom the Wyvan Master fears The party must defeat 
the Wy vem Master and recover the wyvern Hook In ordwto^in iheOturd of 
the HowlmgWind^ hap in destroying Tara Inaddidon tolheWyvem Hcok, 
the Wyvem Master carries the w I ltd Ring, Drake Leatha chest amtor, a 
banana, and aa orange psar 

• Tara 

Location 10 — Tara is an ancient defiler who ruled the Inner Eye but is now 
kept m an ani mated state by hs brother^ curse Centunes ago, Tara vied mih 
ha brother. Nag. for oontrel over the inner Eye Though shewon the battle 
and entombed Nag in the Jndermouncain, ha brother cursed ha and ha 
followers to etaoal life trapped in thecasBe Catuiies lata, the Wyvan 
Master anived with his baMIts and the mo stnjck a bargsm Taagare the 
Wyven Master the Wy van H oca: and he provided her with the victims she 
neais to maintain her you m The party can only destroy IVa byuSngihe 
Wind Pebon after she has been sDuck down m combat Once she has been 
destroyed, the Silva Necklace and Tynans heart appear 

• OiUd cf the HowllAg Wind 

Location S — Tha Druid of the Howling Wind is the protector of the wind- 
swept slops of the mountain thacasbeis built on when theWyvem M aster 
cBined control of the wyvans, the Druid of the Howling Wiivd came Eo the 
casde to recover them Hews captured vid placed In the west tower, aiv] 
prevaited from usngfus powers by thesrih slenaital guarding hiscell The 
parry must gain the Druid of the Howling winds help before It can banish 
Tara Doing so will gantcednite the diuidS protection and enable than to 
form an alllanceacamstDraj with the party The Druid of the Howling wind 
gvB the party the Wind Robcn which can be used tp destroy lara once she is 
struck down In combat Giving the Wyvwn Hook to IheDruid gvs him 
control of any remain! ngwyveris m the Iowa casde area. They disappear 
when you return to Ihatr^on 


LOCATION SAND EVENTS 

1 Th« stairs at this location lad down ED Che Lows CMtl« ifihoWyvsn 
M ascs ha led the p«ty hereon the pretense of ^ung the party treasure, 
heiostructs them to 93 to lootlcn 11 and strike the 9009 after which he 
seeks the prctechon olhis ^jards 

2 TTiedwrsihisiKatKn islocked Thekeylsin the west tows at location 6 

3 Thisis theWyvem M astss erasure room The door is locked. The key to 
this door isatlocatwi3 8 

A An arch Ssnsital gusds theooorto (heseattows Jt attacks lithe 
patty tne to enter Abow*2cartbe found on the skeleton in the comer. 

S TMOruid of the Howling Wind is Imprisoned harem the siat tows The 
party should a^ra to helo the druid rid the castle of Tsa. The Suld 
explains how to destroy Tsa with the Wind Potlen, which heaves to the 
party afts It has reluma Viewyvsn Hoc* to him The da Id also tells the 
patty about me Sspar Boats and OarkSameerxe it ha destroyed IVa 
1 1 Is importsit for me patty to detroy Tara aivd ?sln the da Id) tast 
Otherwise, the druid will not offer hs protection to Cednite when the 
party tns to make aia allyofCedrllte. vid the village will ths refuse to 
send its warriors to Tagueta 

C The key to Ihe door atlocadon 2 Ison the Hcor A Hrenngsso found here 
allowsthepartytoresL 

7 These are the Wyvem M asters guartan. Rahilng only resourceful 
wsrlors oouM gs this far. meWyvern M aststnsto cuta dal wAh the 
party to gait to lav* Ha promise nearly anything. Ihou^i ha has no 
plans to ddiverany of the things he promises. 1 1 attacked, thaWyvem 
Masts calls hisgusds 

Once the Wyvsn Mater is dsfated the party finds meWyvsn Hook, the 
Wind Ring, Drake Laths chest armor, a banana, and vi orange par cn 
tus body The psty needs the Wyvsn Hook to gs itiaw Ind Potion from 
the Druid of the Howling Wind. 


e Tnakay to the door at location 3 is hldda uodsiha Wyvsn Masts) bed 
The Wyvern Master will not allow the parry to take this key wlthouta KgM 
i Guards are staboned at ihaa locations and attack wha they spot the party 
10 This Is the ast tows where Tara and a few of hs followers stay. She talks 
briefly with the party if It has net already talked to hs S locatton n in 
the lower casd* Inevftaoiy, she attacks the party The paity must strike 
hsdown in combat ad tha uaihewind Potta to destroy her, 
cthswise,hsbodysmpiyreESierates Onceshehasbeen destroyed, the 
Silvs Nsklacaand Tynan) harlappar 
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• SALT OASIS • 


SYNOPSIS 

A drtiid Hdnd«(3 benciarimg tTie losof his<u9sioadtfltr. Tt«e 

dcflier plans on draining ihe oasis lo i\i«j his<lanc po»r«rs The druid wonts 
uprevencOiis and pleadsviOi the part^io help He is net strong enough 
K) do It hi mself. so he mu<£ get help befere it becomes too lai« 


HOH<^UYSfl CHAIAnSAS IN THIS flSGION 
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• 0 lUd cf tM Steaming W alirs 

LMiTiON 1 — The Oruid the Steaming Waters is a Mul and a 2rd4evei 
drurd of water The last procecloroMne oaas has moves on to pursue hie 
eillfttenment. and hisrmophyee apprendM. the new Oniid of the Steaming 
Waters, has taken over, unfoitunatelv. a defiler and his troops showed up «m 1 
drove him off If you kdl ihedeMer M his troopt the druid tells you about 
the location ol treasure m the sajrran hu ins re^on H e warns you about ibe 
craty ssuirans that live neaity. but not of the shadows 

• Troepleadr 

LoCiTiON 2 — The templar has sec up camp here not only because the oasis is 
a source of water, but also because It is a source of power for tus dart: rrw^ 
The deilleris draining the oasis in order to track down a band of wyvem 
bandits that have been raiding supplies travelling to and from Orai You can 
convince the leader to leave the oasis in a number of ways (aadefrom killing 
hhn and his mei I. Telling hi m you bring a messa^ from 0 raj starts you along 
several possiUe paths you can take to make him leave The more bslevable 
the He. the better (bechance you have of getting rid of hint He will believe a 
message irem Oapolar more than he will one from Oriiiath if you have a 
psionicist, you can trytodominace his mind If you succeed, you can force tba 
templar to leave the oasis. or rrwka him fl^fitwlth you agamst his own troops 
ilyou klH the templar, you if nd the Obsidian Necklace on his body 

LOCATIONS AND (VENTS 

1 The Otuid of (he Stsmmg waters can be found hee 

2 The troop leader pjatos this location 

3 Guards stationed at ibeir posts 

A If you surrandersd to Ibeguvds in iheElven Slavers re^on after drinking 
Tobnans wine, this isiheiocaDon you appear at if the dnnd is alive, he 
appears witb b«o water efementals and helps you defeat ibeguvds that 
eecoitad you here After that, heather explains tus pii^^t, or thanks you 
a^mlor helping him. 
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• HOT SPRINGS • 


SYNOPSIS 

TheulcrdQ in thisdru have spnn9& and pools oifninarals covering lai^ 
senicins. In the middle o*Ot« Tats is a lar^ehotsinng Ihal is being iniotf 
for copper by a templar tmm Ofaj. A templar, Orajiw guards, and 
patrols iTom Teaquetzl roam this reg cn 


HOH<PLAYgfl CHAflAam IN THIS flSGION 

• Templar 

L«atKfi L— Tit« templar Is rrakntgMIe attempts to mine copper 

• Orajlan Guards 

LoCiTiON 1- These Orajlan guards are here to 9iard the templar arnlhrs 
slaves They keep the slaves in line and protect ibe templar from harm when 
Sr$r approached you may elths' agree to be enslaved, or S^fitlhe pjards 

• Slaves 

LoCiTiON 1— Slaves m name springs for copper 

• Kasha 

Lcc&TiON 1- Kasha, arecenny escaped slave has not yet left the aree. Heivams 
you ihatyou ere abort to becomeadave if you dont turn ammo immediately 

• Utena 

Location 2 — ifsoma is the leader ofa patrol of OrNian guards. You will not 
Snd him undl the templar from the Hot Springs Is gone or dead liioma 
nvstakasyou for a Drajian ^aid and will let you |om his patrol if you do not 
follOH him closely, he waits awhile and then leaves 

• TeeqiMBI halrol 

LOCATION 3 - Patrolmen from Teapueoi They are patrolling the area to kesa 
It dear of Drajian gjards or large monsters that rm^c threaten Teaauail. 
They will not appear unless you |Oin u coma end his patrol 

LOariONS AND £VTNTS 

1 When you approach this hot spring, an escaped slave nvned Kasha 
warns you oithe mining gaing on. ilyou condnueon, the gjards by to 
makeyou slaves if iheparty resists, they mil attack Ifyouagreetobe 
Naves, you can wand? freely about the area Picks and ehovsis are lying 
around and can be gathered for use In the Ajture Ifyou haveiheWand of 
Metal Detection gventoyou byihesesM In the Red Sands Plateeu. give it 
to the templar. He realites There is no copp?vid leaves, taking his 
gjards mth him. ilyou kill IheBmplar. you receive a Drake Shield You 
receive expalencepoit«ts for either solution 
3 Once you\e completed the Hot Springs, walk to the west and a Drajian 
patrol approaches you They rmsiake you for a Drejian giard and let you 
join Their goup.ilyou fdlow theri. they take you on patrol with then 
3 If you've joined the Drajian patrol, you can follow them here vid hnd a 
patrol from reaqusui If you |om the Teaquesl patrol to h;fit the D rajian 
gjards. the TeaqueQl pa^ men then k you aftemard 
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• GEDRON VILLAGE • 


SYNOPSIS 

Gfidron Village has been laktn ouir by an «/il defil«rwhQ is osntrolling itw 
mnds of the VI Hagers Hehasssii the Radiators away and is tTying to obtain 
seiiral flatue pieces to complete iheserpeiviine statue in the ruddle of the 
town. Anyone Oiat comes into the town isasioikg for trouble 


HOH<ALAVgfl CHAflAam IN THIS flSGION 
• WymUes 

LoCiTioNS 1, 9 — Wyrmlas has seized control ot the town. aM Is toymgwllh 
them while he sends villagers to look for his statue pieces In order to ffW 
Gedron VillasB of Wyrmias, you must set him those statue pieces The b«o 
pieces are the heed end rattle for the serpentine statue In the center of the 
town They ere loceted in the Slit See Summoning r^on and the Silt Sea 
Ssurrens regon (for specifics loo»r under eech region). Killing Wyrmias before 
he hes the statue pieces destroys Geircn. rulrung your chancesof forgngan 
elhence If you erteck the vlliegers or insult Wyrmies efter newerns you not 
to. Wyrmles tsepoits ell Ihevlllegers Into ihe alt They're ivot deed — yet 
Killing Wyimies when the villagers vein the silt else ruins your chances of 
obtaining an alliance Once you\e given Wyrmias both of his statue pieces, 
he rsleeses control of thevlllace end brings beck the wllegers II he teleported 
them out Into the Pit Heihenchellengesyoutoaduel Henontietyou 
leave the re^on after be chellenges you. so you must h^t him Once hes 
dead, the statue comes to life If you're not sufficiently high-level, you donT 
wanttoHghtWymuesInhisstetitefoim Howevv. Wyrmies. banga 
manxreatureolhis werd honors his agreement end leeves the tonn 
peaoefolly If you dont fic^t him now, you'll simply fight him in 
the ending battles 

e Unare 

LoCitiON 2 — Linaralsa Elh-ievel human preee^v. and Is the only onelnthe 
ullage that Is unaffocted by Wyrmias' spells She Is waiting to hear from he 
slsterwho hasgoneoff to the Silt Sea Summonlr^ region 

e Gedron Heyor 

LoCitiON 3 — The M eyoris currently wyrmias' puppet You can meet 
Wyrmias ihrou^v the mayor instead of meefing Wyrmias directly. After you've 
dd the town of Wyrmias and recovered the gvdiators the mayor will agee to 
an alliance agamstoraj 


eMdkv 

LocAtiON 4 - A travelling merchanL M elkor was stuck here when wyrmias 
tcok control ofthetosiTi 
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LOCATION SAND EVENTS 

1 Thisis ivtiere Wyrmias is before you meel him Onoeyou calk Eo him, ha 
Nfeaotts CD nastacua (location $]. 

2 Linara^ house Isflilao mih evevchln^ chal sfie needs to help cha villas 
Sh« will be hare uni you wm the game, chan she Nandars around Giving 
lha pllh ertraccfrom Father Garyn to Linara inwards you mdi aitspd 
rregic scroll. Giving he'jasmlnai spellbQOk cetsyou information on 
Wymaas' room, aul che hidden safewichin 

] THIS is wtiera che mayor lives and where Gedrcn holds town meat! ngs 

A eafora Wynnes leaves the vlll^ Msikor sells nothing but iunk Heaven 
buysbrokm pots from you for SO ceramic pieces each' Afterward, he sells 
standard supplies 

S eefore Wynnes leaves the vlllegers are loony and talk nonsense. 
Afterward, they thank you or call you about anything Svat is unresolved 
in Gedron 

E TheGedron ^adiatorsoniy reoim orxe you've freed Gedron ofWyrmlas 
and have released Che Radiators from Arancand his men (from che 
CapUirej Gladiators re^on) 

7 A Irenng lies on the gound 

I You can dlmb down this wsll and enter che Su bterranean Temple regon 

g Here is where wyrmlastalegotts efter heiaiksto you This Iswhereyou 

muse confront him and rid Gedron of his pressice 

10 If you 'look* at Che rug with a high Intellicence character, he or she 
notkea that it IS loose LfCIng it exposes a safe. If you have a character 
with hl^ Strength or a chief, you can open che sa^ by bashing or picking 
the lock. Bashing the lock cngcBrs a trap, but picking che lock disarms It 
Once open, the safe contains 2,000 ceamic pieces the sword Els Drinker. 
I paonic bracelet of hfedranmg and che obelisk gem for Gedron 
llocation 11 ) 

II PucSng the gem horn che safe into this obelisk activates It for use with 
LlodSRod (SeeTeaauesl Village locaDon 9) 

12 THIstapestry hides chaencranca Into wyrmias' room A chief or a 
characta with high I ntelll^rbca Unds it easily 
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• SiLTSEASSJRRANS • 


SYNOPSIS 

This aru is an isffifniis which tttd)«s MtincD trie Si Ic See and isticned 
with hi0Mrplaieaiis Thesilus i(npasubl«d:cepc nhete firmer und 
has pushed baO< Ihesili This area of the Sill Sea is infesixd niih wandering 
mcinsurs which contnuallv prowl ihe region for prey Monsvs Oval the 
party may enccunierindiide mastynals le^erreleinentals, silt 
runners rampagers, and red daad 


HOH<P*UYgfl CHAHAam IN THIS flSGION 
• Ssurree mirehanB 

Location 2 — The ssu rraris are sieve (reders hiroa by a human merchant 
house to acquire gadiecors The ssu rrvis are waiting to buy the Radiators 
from AranL who is In the Slit Sea Summonusg region. They plan Eo pay for the 
^adiaeors with a statue piece This statue piece Is one sou^tt by Wyrmas In 
Gedron milage The party can buy the statue piece fromthesajiransatan 
erorbltant piiceoramply taken by brute force 

ewild halfling 

Location Ucan AeKAAtuiTwHCetii ths uoionI- The halfling Is a traveller. 
He wandered into this region by mistake and wants only Eo lea*^ thearaa. if 
cau^fitin combat tha halfling fl^itson thapartys side 

LOariONSANO SVTNTS 

L A Wild halfling who mstakeniy warvierad Into this r^on warns the paity 
of the dangers In the area. He is being hunted by bvo mastyrials so the 
paity should act ouxkly once the halfling is spotted 

2 The ssu rrans wait! ng to buy the captured gladiators from Arant set up 
camp at this location They possess one of the two statue pieces sov^t by 
Wyrmias I f the patty has spoken to AranT In the Captured Gladiator 
regcn. Ihessurrans here ve wiling to sell the statue piece to Ihe party 
Althou^, It IS easier (and cheapen to simply take IE by force 

3 A nusEytial sometimas has in war under thaund he^ Itssbnga' Is 
sought afEar by Motaku. rhesKlI componentdealer in the Red Sands 
Plateau regcn Themastyrial will only be hereafter you talk to flotaku 
aboutgaoingastinc^ from a mastynal 

A Ovirri birds scaveige many cbtects. such asgemsand pslon< bracelets, 
and store them in thar nests at these locations 

5 The ailt at this location leads to theSiltSea Surrmonlng region 

6 Thaailtatthlslocatioiv leads to Gedron 

7 The erlt at this location leads to the Messenger Route ragon 
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• SILT SEA SUMMONING • 


SYNOPSIS 

Oakdrtn. an evil (HiilO, Iv&s found some ma^era and terronied ihem inio 
saenflong vlcunsio liiin. Currendy. jasrunefrom 6«3 rot VillaQe is chained 
10 the rocK and aivaiong Oakaren, nhoiakesOwbnn ola sill horror when 
h« fasts. The party can encouniei mageia and the silc hona. 


re 


HOHmYSfl CHAIAam IN THIS flSGION 

• JasnUne 

Lcc&noN 1 - fasnwie is attuerd humvi preeeve' jasmine canw here to 
retrieve a statue piece for Wymus. butDiemp anditiernegarahadcIhe'tMiyp 
In mmLsosTiewaschanedtDthenxttDbesaciiilced. Freanghsrstaitsihe 
conhtntaBQn ««ilh Oakvei.AlteMard. II you ask her to take you to herspef Cook, 
she tells you to IcOow her and heads to some mins FcOowing he: you recave her 
spdibwkand mo scrolls, ramb«K MOeisvid mincf glcdeof invtlimtHiiTy 

• Oekarea 

Location 1 - Oakaren is an evil hurnan druid Oakarer has Mroriaed some 
nva^ra Into worsMopm^hmso hecan havesaciiflces Oakaren only appears 
once you've released Jasminavid killed the slit tentacles Killing Dakaren gets 
you die Shimmer Leather and one of the statue pieces for the Wyrmias statue 
(see Gtf ron Vill^ 

e Ma9crh'Ma9a’a Dnimmcrs 

Location S- Oakaren has taken advantage of the gullible nature of the 
ma^raaivdterrontedlheminb^^tllngsaciiiiceslDf hrm if you talktooneof 
the magn and hang around too h>n^ they attack The drummers are intent 
on Iheir drumming and iron t do anything to you unless you attack one. at 
iihich point they will all attack you Onca Oakaren is dead, the masera ile& 

LOCATIONS AND SVTNTS 

1 Soma geat creature died on this coast of the Silt Sea, and Iherragera 
have been usmgthe natural formation as the pafactplacelo sacrifcelo 
Oakaren. | aarime is chained to the rock here F ree her. and the silt horror 
comes KillingthetmtadescausesDakaren to appear 

2 SinoethecompiedonoflheTeaLstatuft the magera needed a way to get 
tothesacihlcial rock. This rope bridge sias constructed to save that 
puipcee You will need the peopling hook (found at location 4] to get 
across this bridge. 

3 This 9eat statue was built by the rragera under oakarepY command itis 
to show an the fate of those who cross OakaraiY path 

A Tha9epplmghook lleson tha^und here you can use it to pull up the 
rope bodge, or m any of the other places that requi re rope 
S H agara are located atthese locadons. 

A Ten magera aredrumrrmg hee. cNlmgDakaren for thasaenhea 
7 in addibcn to drumming the magera use this horn to suntnon Dakaren 
Flaying widi it angers the ma^ra nearty 




• CAPTURED GLADIATORS • 


SYNOPSIS 

Wynnids l«as s«nitti«glddi&iorstrQn Gedron Villd^eoif lo M<old iaio 
sldv«v by Aram The^adi«torsfir«ncicrcgsDng b«cdv» they don't 
vrwi the r tamtiies to be kil led by W yrmi&s Areni is Hfiiiing for the 
tturrens irom theSiltSea Ssunens regiCA to oomeand buy the Radiators. 
Atanfsinen, discovering that they leellytlont have to work because 
the gladiatcrs vrcnt escape have becoine lazy and obnovious Aram 
IS almost at his wiTl end with them, and is desperate to gee out of this 
atee. so heiwilling tosdl the Radiators to anyone nho 
can meet his pnee 




HOH<PLAVgft CHAIAnSRS IN THIS flSGION 

• Arw 

Location 1 - Arantis an fth-level dwaruen Radiator vid slave trader, 
currently holding Gedron VtilasRS Radiators for sale Heis waiting for some 
ssuirans to come and buy Ihenv tou can buy thegladlatofs from AranL or 
trade him one ol the four special rrw^c swords, Els D linker. SnifttuTe, 

0 laketooffi, or o aik F lame i f you kl II Aiant cf get him to leave after the 
confiontadon wiih Karas, you ^hlsGrey SaleArroor 

• K«as 

Location 2 - Kvas is the leader of iheGedron Radiators Wyirmas 
threatened the gladiators Into sJaveiy by holding iMr families in Gedron If 
they return. Wyirmas kills the vlllasRrs If you get lid of Wyirmas arHl thei talk 
to Kaias, they will return b> Gedron. ilyou haveniboucpt Them or killed 
Aiant you can lead them into a confrontadon wiVi Arant in which you get his 
armor and eaui pment u niess you want the experience from ki lling Arant and 
his men. its eaaerto lusttalkto Kvas and confrontArancfwIth Karas) 

LOCATIONS AND SVENTS 

1 Arant has set up camp nere, and awaits (he ssurrans Asiheguvds 
Mill Tell you. heS the short one 

2 Karasis located here 

3 AranR ^ards stand at these locations 

They may took like they are strategcally deoloyed In order to prevent 
escape, but many o( them are asleep Arams guards are with Aram for 
themoirey Because (hey know the Radiators wont escape the guards 
have beome lazy vid obnoxious Threatening them causes them to 
backdown. 

A Gedron Radiators stand at these locadons.AH of Gedronh gladiators are 
het In the pen.Tne gadiators wont return to Gedron because ol 
Wyrmlas Allot the Radiators will defer to Karas when you talk to them 



CHAHAnSAS IN THIS MGION 



SYNOPSIS 

KorbMi was <mk« a beaiiuful . ibrlvi ng ory H om « vtr, du« to is locadon 
on ttie trade fc«ii& ttiecity was slipping bcTiirid in trade niih orTicr tides. 
King Onycr, net wanting to lose the city, turned to Llod, his oourtwirard, to 
find a soluDon to the problem Llod found the answer in the psuricAs. a race 
0* evil creatures long ago pulled into the astral plane He summened them at 
the king^wish Unbrnnately. when thepsuhoits arrived, they discovered 
that the king posseaed a genie and demanded it as the price for their 
knowlalge The king agretf . but b#3re he could act, an advisor named 
Cran protested and wrested the Genie from the king. In the resulting thaos. 
Gragg wished theenl to beccntained, and the Genie did so. Thetity was 
burled, napping thepsjrlonsand killing all of is inhabitants Theory 
remained buried for thousatHls of years undl recendy, when a sandstorm 
revealed the palace of the cnce great ocy of Korbnor It is here that the 
visiccvary has sent you to reoieve the Genie and summon the shadow army 
lewarei The rui ns are full of psuhons and greater shadows 
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• Shadow King, Dwyer 

LoCiTiON s - 0 wyer is a greater shadow. King D wyer was buried with the city 
when IheGeiieceused the saridstorm Stepping orito the deis angers the king. 
Insulting him orstawhgori the dies more than once sterts e T^tt with the 
king and the palace guards (il they're not already dead). Tou find theBlad: 
Maceon the kings body 

• Crigg 

Locations 9. 10— Creggise grater shadow and was Owyel advisor whei 
he heard of the plan to su mrron the psu hons, he obtecteo to iL After they 
were summoned, he learned that the pajilons wanted the Genie m ecchan^ 
forlhNr knowledsB. and took action in council he struck thekmg to stop his 
actions The king was blind with worry, and had Cragcohderined to de^ 
Escaping his execution, Cragg fought and killed the kmg over the Genie boTBe 
Cragg by then mentally wournled, wished ito IheGeiie] that the evil ui the 
cHy be contaned The Genie deoded (he best method wCHild beto bury the 
cey in a sandstorm cragg has been buried with the city ever ante eras 
possesses the Gene botUe Killing his spirit gets you the bottle, but the Genie 
will not ^ranc a wish for ad H oweve', retneving Cragg) bedy fiom the 
psuiions makes the Game friendly if you bring Cragg hisbody, he'll go Eo his 
coffin and his final rest Ifyou put his bodyinO) the coffin, you receiveagreat 
axe*3 and the G asie Boole 

• City Ml«s 

Lcc«riONs2, 1,4— All the aawits are greeCB' Shadows These shadows are of 
paplewho sail don't realize that theory nas beei destroyed All of these 
shadows can 9ve you addihcnai mforintf on about what is gomgonm Korbnor 

• Gsnie 

Locations 9, LO - The Gene once belonged Eo the king butCrasQ took it 
from him m order to prevent the psu hons from obtaining it The Genie gants 
you three wishes, you can wish for an asso rtm e nt of things - choose wisely 
Ifyou wish for help in defeat! ngDraj, and you didnT kill Cragg your wish is 
granted, end you also receve theQuickelveGKiva As a bonus, the Game 
teleports you out of the rums whei you are ready Eo face the army This makes 
the ending fl^it easier, for the Genie will prevent the 0 raiian forces from 
surmnoning aid, and calls the shadows from the turned city to assist your 
allies You can use the Gene for heeling ether m the nunsor bsweei the 
waves lO the hnale As weH as healing all of your character, any dead ones 
will be resurrected if you arem the hnal hasles, your allies (if anyi will be 
healed (but not resurrected) as well 


imn ■jni 


61 


<2 


Tnefinil Twp Of p8uHons9ianling Cri^bMy. One mesrvnel 
Kcoinpenlei cMiwo psuti«ns 

This Isihe bpdyihtfypu must ley to restio the coffin You cen ceny lus 
My in your inventory 
This telepoits you lo locUlon 19 
Once you heve the Gene, you find e psurlon edept end Iwo 
psuiions hen 

There ere many irepsloceted throughout this eree, so e Ihisfis e 
deUnlce plus 

1 This p&jiloh mis you the story of the ml Its Ifyou question him too mjch 
Of tryto leeve the converseticn before he wents you to, he ertecks you 

2 A city divelleris MStCngfor en execution. 

3 TheclCy^ heed of the steM« steeds here 

d You iTieasciTydwslernsiTied Pnncejaherd. 

S Dwyer, the King of the Rums luitshere 

C SomepersMiel notes from Llod the MesB veon this scroll 

7 The Oft of KnoNledgeis here Hang this reveeis Llod^ fete itcmmbles to 
dust efter being used. 

I Thispsuiloh checks to rreke sure your elle^ance lies «nth them You cen 
lie to him if you so desire, bur It mey enger him. 

t Cres ^erds the meusoleum ellhis locedon. Anyone who epproetfies 
tummll bechellen;^ 

10 CrecQSooffnistheonemihenMdleofi7«chembe' 

12 The minute you enter this wiog you will beset upon by ell kinds of 
monsters They keep eppeeting es Ipngesyou stey In ihlswing* There ere 
elso numerous traps In this eree. so e thief (or e cfehc «nth the find treps 
aellMse muse 

12 Cre^s body eppeers here. i7«irsoisheireveei Inge teleporter weik 
lonerd it end you tsfepoitto loceDon u 

13 YoucsnusethlsteleportBrtoreajmtolocstiOhl2 

1* Tmpsurlons heed the ^erd unit of Creggs body. 

15 Yet avclher group of psurlon 9ierds The group oonsstsol four psurtoiu 
end three mesryiieli. 


Addltfofiel Hots: 

• Wishing forneeith gents you I.ODO.OOO ceremic pieces 

• Wishing forduplicebon ellows you to legelly dupUceteyour Iterrs Some 
su^shons EIS Drinks' or the Terror Blede 

Ueeell of your wishes before the and of the ^net 

After the linel battle with Kreus end his guvds, the Genie talks to you, 

then vanishes for good' 

LOCATIOMSANDEVEMT& 
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• LAVA RIFT • 


SYNOPSIS 

in D^e(ni(>ao<in«flreii«jd&a nftCDdi«ej«nenul plane odiren^s 
diKOvtred. The htrrric who d istovired it was driven off by a tanker end his 
band alts a flscebacdft Therangssurmved (but not his bandf and now 
guards Die tiff againathehermiit recutn Thehsnii basiled lo the far side 
of ihearee, but schemes to return so he can once again sunvnon his 
ejetnencali. H e has already sunvnoned and l cs ccndcl o( quite a few 
ejetnencali. They will anad: anyone foolish enow^ co come near them. They 
are al l lesss flte demenlal s. and requ ire *1 weepcns to hn them 


HOH<ffLAYgfl CHAIAam IN THIS flSGION 

• Lava Hsttit 

LoCiTiON 1 — The leva hemet is a drills. He discovered the lava rife while 
erplorin^ aM saw it as a Teae source of pems He be^en sjmmoningflre 
elenentals tn protect it end was nussing a fcecewlth wh<h he could tsrorUe 
the wastes Fortunately, a ran^r and his band cvne along and stopped him. 
The deHler fled the lift but sees the party as his means of return 

• Rirt hangs 

LoCiTiON 2 — The rift rangs is a human rviger. H e was part of a larger hand 
thSesne Into thtsarea to cetto theCemfields On encounlenngsi iheflre 
elementals. they discovered lhata hetrst defls found a rlfttoiheelanerHal 
plane of if re, and was summonngcreabirs from Ic They drove him off. but 
Suffered heavy losss— only the ranger survived 

LOCATIONS AND SVTNTS 

L H se Is where Ihe hernut has ifed to The parry has sevsai choices i f they 
pester the harm A It will make him angry and he will summon elanmtals 
svd attack I f they attack the hsrmt. but do not kill turn in one round he 
summons sementals to fl^fiton his side If the party kills turn outri^^t 
they will hnd Iheirpn NskUce ilthey kill Iheran^r first (which is not 
necessarily recommended), the hemitwill return to the rlfk ^ve them the 
iron HeOilaceand ask theri to leave 

2 The rsigs is guarding the rift here. Since he) the only one that remains 
hehasdeodedloguard the nft against the hetrivrs return Hesoverly 
cautious and does not want to talk to anyone- fie) too busy watching 
for the hermit If you kill the hermit Instead of Die ranger, not only will you 
get the Iron Necklace from the hemvrs body, but the ranger will give you a 
paonic braceiaof siergy cpntanmentwhen you talk to him atpin 

3 Once you've ellher killed the hetrmt or the ranger, random monsters 
appear In this area, Includinglesse' If re elementals 
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• GEM FIELDS • 


LOCATIONS AND EVENTS 

L ThlS9tiup ol geysasslynAs up stfiSiTiinQ hot water if you caVierup the 
rocks lying around. Ihonputihemin the geysers, (he Hats' Mill noT be 
aUetosHooCoutanyrwre Note lhateseh rock only <lts one particular 
gey s er ItyCHi do this to all the small gey s ers, the middle geyser will blow 
and shootout a piece o( meteor metal to the southwest (locadon 5K The 
meteor nsetal can be sold for 200 ceram< ptecesor can beused at 
Teapueel ilocatwn 20) to make a msai axe*l 

2 This lava dome IS a trap saby a group ofihrl-kreen It you 'lock* at it 
before breaking it open with the pick, you will Mve the opportunity to 
disarm or spring the (rap if you have a thief as the party leader, your 
chances ot disarming the trap are much greeter, i f you spring the trap, 
ihrl-kreen mil pop up around you 

3 The lava domes in this area have gems inside thsri usee pick to break 
Viem open, thsi 'look' at them to get a gem ouL A pick can be found in 
theHotSpnngs, atvl sometimes Or^lan guards carry Viem 

A Thaihrl-kreen here bunt In packs and attack when they see you 

S This is where the chunk of meteor metal lands wtien you plug up all of the 
anall geysers docatwr^ 1). 

A Rocks wh<h can beused to plugup thesmall geysers 


SYNOPSIS 

This area is cut into seoions by lava Tohi. (j eysers shoot up lava and 
scaldi ng water D omes made of lava are scattered around the area T hrl>krest 
can always be found Nailing for the unwary treasure hunter to wander too 
close n<xks are scattered around the region 
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SYNOPSIS 

Sm^ll plateaus and smkMes divide Viis region iaio small af«a& A 
llcunderirig wa^ iraiA can be seetviMnesc«i9>i«ea comer and a bridge 
overa deep chasm isto9t«nortriwesi M agera also inbabilibisaree 


HOH<^LAYSfl CHAIAam IN THIS flSGION 

• Prlscdtrs 

locatiom 1 — These peopl«sNre erii^'acing from char vll lege because dieir 
«*ell dried uparHl Cher needed a new wala sourte They were asacted arHl 
captured by a group of nsagera hunDisgfor slaves This particular ^p of 
piisoners «*ere reacted as usaessand lefCto be killed. 1 1 chese piisoners are 
noc saved, chey will be killed by cheir capcors 

• Slavee 

Location 3 — These piisoners ere Ihe emigrancs chac were chosen lo be slaves. 
They are on Iheirway tolhem^eref home They will be enslaved if you 
don't save them 

• WagcA Guards 

LouTiON 3 - These rrecBa aiacked 0>e«*agcn mn co ^slaves for mar leader 
They wsre HA brbmd to kill Ihe rarelning prisoner! Once yen approacfi lhari, 
you must kil them quickly so they donlUH the pnsoneis Keeo your eyes out for 
Ibecneivmtgforibewagan cran: hell 111 the prisoners if you donT stop him 

• Magtfa 

Location 3 — These magera are gu vdiog Ihe emigrvils from the cran. 

They are ctfingche piisoners Co Char home I n orda to enslave Ihem. you 
musikill them to free the prisoners 

LOariONS AND SVTNTS 

L Hearlhewagan ran Isa goup of prisoners After you kill bcthgioupscT 
magera, raum haesnih The olha prisoners and Mk to KNInln, the leader of 
the waims He thanks you and gves you The sword Hombladefcf saving 
his ptfiple If you ask, healso WIesMili Teagusa forthefina base 
3 This isa snail group olmagera arguing over who gets to split Ihe loot 
ibeyve found at the wagon one ol than will walk off to kill ihe prisoners, 
kill him before he can get thee This entire gnup of m^era needs to be 
killed lo save the prisoners 

3 Thereis a large croup of magera and prlsonetbere Onoeyou kill the 
magara, talk to the people, they will follow you down to the wagon irain 
A A bridge crosses a deep chasm II you use a rope while standing on the 
bridge, you cai climb down toTheSubOraneen Ruins 
S You can make rope from the plants you hnd here. They are naturally 
librous and the rope made from them Is gulta strong 
A A lire nngappears on the Aoor when Kalinin returns The pvty can rest here 
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• RED SANDS PLATEAU • 


SYNOPSIS 

ThePed Sands PIftittv is dominaud by a larg«c«niral nwu Tt«e(nor« 
osrnmon wand«nng mcAsUrs ia this area include tohf>kre«n, sffines, urd 
honlers, dune reapers, and oryughs Thepaity should also Uep a wary eye 
oul for ramfugers or le^ earth dernenials 


HOH<PUYSfl CHAIAam IN THIS flSGION 

• Wise Her Kilt 

Location 6 — The hemiCwarHlers the r^on looking lor the Veiled Alliance 
His knowledge <rf magical Icsrs IsvasL He^Mly identtHee almoslany item 
the party is carrying Once you've hnisned talking to him. be gives you a 
mage wand and a gem for the obelisk m this regon 

• Otfiwhl 

Location 7- Oemothi trams mastynals to sell inibemoontansespack 
animals Demothl lstr8inmgAilta,b(8 current mastynel 

• Notafcu 

Location 1 - Motaku is an elven matbanideeling m nu^al berts and 
comiMnents Notaku has setup a sarii-permanentcamp In thlsregon, he 
conducts bis business with naghborlngcletlcsand mages He»s not above 
dealing with evil mage users Notaku is willing to hire ^e party to run errands 
and to collect components that be needs. 

LOCATIONS AND EVENTS 

1 Motaku. aspdl component rretbant has setup camp. He IsnotMvete 
toidleoonvetatlon. butmuch prefers talking straight business Ifihe 
paity shows interest Notaku asks the paity to delive'a bagof pith to the 
cleilo m TeaquettI iTeaqueCI. location IS) to prove it can urvive In ibe 
desei Once Ibis is eccomollshed, he sends tM party on mere profitable 
ventures H e pays cash for any sand howler eyes. H reed tongues, and 
screamer beede wuvgs that the party comes across 

Onem^or quest he sends the paity on is to collect a terror blocm, for 
HhKh the petty recaves Oerth^Wand Once the party retrieves the taror 
bicom, Notaku is able to nuke and ddiver the teror extract to Balkaann 
iheWyrm School. Notaku also sends the party after a mescynaltstings' 
The payment for this qu«t Is El'S Shidd. 

2 An Qbd isk is located her& Placing the correct gem in ibe obdlskt cents' 
allows Ibe party to teleport to this location using Llotrs Rod The pvty can 
game obdisks gem from the sa^ wandering this regon 

3 This exit leads to Ibe send oesli ifAlita (from location 7 Ms with the 
party, she chooses this moment to turn and mn. 
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* THIS exit leads 10 ITi«whit««avdsR«^iis ifAllu(fromiKMiofi 7)rs 
with lh« party, she choose ihs mcfnelto turn and run. 

S Thlsexjtledslolhewa^ tr»n ifAlita(frciiii location 7) is with the 
party, she choose this moiTier to tu rn and run 
C THee^ you meetMlentifie most of your mape items and ^Ivesyou a 
Wand of Nstal Dsfeebon and v oMisk cem Putting the oMisa ^ Into 
the obsisk enable you to return here using Llods Red 
7 Demoihi is training Aina, hlsmascyriai, here before taking her b> the 
meuntaini. ilyou buy her, shenlll return to Oemothi. Although an 
expensive rip-oft. she will heipyou kill some dune repers that appear after 
you buy ha. so the experlenoe points you gain ml^t make her walh the 
ceramic neces Ifyoudaidetobuyher, you need togo to the Na2ca Lines 
to buy salt from Toonuu, then return to OemothI with the b^ of sail if 
your party leMa Isa thri-krssn when Alita runs away, you har a wfiisBe 
that Oar^i Hons ThlSinforrrwDon maksneesaato conhont him 
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• SANO OASIS • 


SYNOPSIS 

The biQmng and has formed many dunes in SveTadaivds To Ovesouihasi 
IS a bttuDful o&as where plants and aninuls loundt TheDraj Arena 
Anncwncer and his guards aee rest) ng here A worded druid watches Ox 
troops rnove about his oa SI i. 


HOH4*LAVgfl CHAhAnShS IN THIS flSGION 

• SendDrMH 

Location 1 — This druid watches ove' The oasis region. He takes care olhis 
n>^ and ensures that it is not deified In anyway Heaves you buseiily 
wings if you are looking tcf theri 

• Aimeuncer 

Location 3 — This vinouncer Isiheame one who harassed the peity in the 
Arera in Draj. H e Is travelling thn»u;fi the desert in seeich of bu ried treesu r& 
ilyov threaten him, the Announcer tells you Iheicoallon oflhebuned 
treesura He Is also cerrying gems that he Ms al reedy found on his hunt 

LOariONS AND SVTNTS 

1 A recently hpeneoplent can befoundhere If you plant one o( the 
seedpods the On id appears and iharAs you if you are looking for 
buttedly wiivgs for Notaku in ineReo Sands Plateau, hegves you six 
pairs of wings in gratitude for your rex kindness 
3 Butcenlies flit throughout the oasis, but the Mil lent orange and yellow 
ones make gscd spell component! if you etteck eny of these, the druid 
anMars and demands to know why you ex killing bisbultafiee ifyou 
abtectly epologze, he elves you ax wings, but only if be has not already 
done so. Do not attack anoiha butterfly unless you wish x kill the dtuiO 
and see the oasis overrun by gjardsafon he has gone 
3 Theannounca from the Arena is travail nglhrou^i this veeon ha way 
xa buried treasux he knows of Ifyou ask him aboutit he tells you it Is 
found in a dragon^eyeiNatca Lnes. location di He Is referring to the 
dragon on ihesend in the Natca Lines Ifyou kill him and hlsguaros, 
you And mviy gemson his bedyand a scroll ofacneUn 





• ELVEN SLAVERS • 


SYNOPSIS 

SomeElvtn davers hav«Qk«n advariQ^eorD^e natural uraiA and treued a 
bon«r«Keto tvcwsciherpatmancntcainp. They are currenily working fora 
templar from Oraj, who is looking for more candidate for Ot« Arena 


HOH<^UYgfl CHAflAam IN THIS flSGION 

• Elven Leader 

Lcc&TiON 1- TVieefvsi leads' is an BDi-lsrelilcpHS'iitiodals wichtnatamclv. 

• Temfilar 

lwiitjon 2 - The templar IS an Bdi-lerel deiNer She is out to gsl^er slaves for 
Uw Arena to replace the ones mat escapsa. She is ancry at being away from the 
comfort of Oiai. and wants to rebjm quickly bifore anything happens to her 

• Slawgsarda 

LoCiTiON 3 — The slave gjards are 3rd>lerS efven flutters They have 
returned with some sieves to sell to Orai 

LOariONS AND SVTNTS 

1 Theelven slavers have made permansit camp here This is where they 
conduct business and hoM slaves before selling them Once you're in 
conversation wih the leader and tsrpiar. you can get the elves to ally with 
you in the Scfvt If your leader nas a high Charisma Othamse. they will 
ellha stand aside and watch, or fi^t against you. lithe savers araiveutrai 
or fnendly, when thafieftf is over tM leader will come and talk to you (If he 
is alive). You receive a giythka*! as agift for your dsfancaof the Orajian 
forces. After that conversation, the slavers pack up and head out Tou can 
then talk to the slaves m the pen, »rho are non free 
3 When you meet the tempiv. she is arching with the Elven Leader overihe 
price of the slaves the elves havecapturaj After your conversation, you 
mil either be taken to the slave pei (again, perhaps) or will bepn a com- 
bat with he* Whtfiyou start the Hsfitwith the tarplarsheucmsa 
nhisde to summon the city troops waiPng nearty 
3 Theslave guards nave reiumsd with some Saves to sell teOisi. If you are tcM 
to nat Icr an eacort going mb the camp raises an alarm and everyone anateis 
You can bluff yournay into thecarrp. or walk w freely, as snll i f ycu are 
ficorted. twQnT be tD (he leader, butte the Save pen ifyouageetodrop 
ycurweepOR&youllbelhrvwn into the slave pen llnoLyoustaitaiignL 
Once you're m the pan. you can approach the9ivdsatlhacptBaivd tsk to 
the ^aro blind out whars gallon. You can alsoconvincathe9iard to 1st 
yoi talk telheleader. at wibch point you must follow him te the leader once 
yoi re m the pen, you have te^t your way Out or c^to the leader. 

A These slaves are each from different places, and can tal you their bistcry 
S If you drank Tobtianswinam the Elven Caravan, and failed ycur save you'll 
nakaup nere,suiroumM Cy gjards who are vgjing over your fate tou can 
attack ^sm, wager widi them, orsurrandsrand be taken to the Salt Oasts 
A This is where the tempian troops appear when she blows the whistle 
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• MESSEN<jER route • 


SYNOPSIS 

ThenhitBund des«ns are barren &s plants can survive h«% TNtevr 
plateaus are not enough to slop theiNendess nind tron blowing theund 
into piles of dun& w here dunes have been created, grau sorneD mes finds a 
meager foothold. Your part^ mav hnd ihemsNves flatting Savers, the 
messenger, arvd Uue Saad 


HOH4'UYSfl CHAflAaSRS IN THIS flSGION 


• Mrasenger 

locatiom 1 — The inessenga' carries notes between a tenrlar and a ncUe. He 
Is currenVy taking a message across Che desert to elths' the templar or the 
noble Hehasa magi: scroll on tus person and can sumrron up to fourUue 
slaad Co protect himself 

• HctQle& Sand 

Location 2- Hototoisiheleade'ofa bvid of slavers who cafiture and sell 
slaves They are here to vansla'an Important slave, Nlrvell, Eo enoiherband 
of slavers In order to get him to the new owner HotoEO nes never done this 
bslore, so mil easily mistake you lor oagsB. the leader ol the other band. Tou 
can take the slave awey from him by pretending to ache' be Oacger or 
OagtpS'S libjtenvil 

• Clag9er& Band 

Location 2- 0 a^ is thaleada of andher band ol slavers They too. 
cepTu re people snd sell them as Neves Oagcer Is here to collect Nirveli. 
the Nave, horn Hototo end takenim to the new owna Oa^nas oarer 
had any traosaclIonsMiih Hototo. so mil mistake you forelcha Hototo or 
Hotdo) lieutenenL 

• NiivNI 

Location 2- MIrvsi I is e noble who was captured end sold to these slavers 
HiTvNI is being taker to his new omierby a gaig of slavers Nirveli Is 
currently under a spNI and cannot speak until both gaigs of slavers are gone 

LOCATIONS AND BVBNTS 

1 When you walk up to the messencer. he will summon abluesiaedco 
keep you away horn bint if you dontkill him in one blow, he mil 
Summon threerrorebluestud. Once you kill Die messengs'. you can 
tind a message scroll on hts body and a mage scroll QlUreNueld 

2 The slave transfer be^ns her& Before you sm these slavers, they must 
make sure the area Is dear You must therefore, kill the messen^^r and 
leave (he region when you return. Hototo end his gsngof slavnivill 
Knd you whv you ga into Char era Clam to be Defend take the 
Nave from Hototo Once the Urst^tiupol slavers has Idt the regon, 
O^erwlll show up wanting Nirvell, Die slave Once you kill Oa^and 
his gang. N Irveli will talk to you and give you his Dianks for freeing him 

3 If you look Closely. you1l see some gtsen grapss hidden in the crass here 



SYNOPSIS 

Tt«eElv«n Caravan sisaiiiKl tTi«sa(Hty nastes oriheilcsatt ivlicreiis 
nwrct«ariG are able u> trade vi9> many cifihe village, as »r«jl asOtai itsNf 
AliTiough the caravan has buill a bone fetKeto proteoion, borrcwing 
(nonsiers such as lire eels and bulenas are known loanaOr live uANary. 
Thcw^i profits aregcod because of the approadting war, Ote caravan 
has 9jffered cards by Ihe mageia itom the W yrm lo the southeast and 
thenyvem ciders ti^ the casDe to Ovesouthvres. 

Li U rwst caravans, there ace maoy ways be a traveler 
to lose his money. 


HOH<fUYgfl CHAIAam IN THIS flSGION 

• Larissa 

locatiom 7 - tansaa is a seer who. fora fee. uses her mnor abilities to tall 
foitunes Laiissa lived in reequeCI until the wsionary came jealous of the 
wsionarys greater powers. Laiissa icATeaQueta for the geene' pastures of 
the caravan H er brother, the gate 9iar<i. feeds her infoimaDon which she 
usesto impress her cusCDiners Though her euguries are not powerM 
propheaes, they often contain bits of useful informetion. jnBl the party 
has stopped the reids on ihecarevan, Larisses fcrtuives wiN pont the party 
toward completirig those guests 

• K4 

LoCiTiON 6 — Kel is the caravans merchanr for magcai items, though much of 
what he sells is not magical at all Hespms long and fantastic tales about his 
gsods Q> try to confuse the buye* Heelso posesasa megeto boerseil his 
cDOds. and isivcf above flattering his customers ild meansa few more 
ceramic pieces i n nis pocket 

• Jan 

LoCiTiON 8 — jarV IS an all-purpceemathanL and one of the lee honest 
ones. He offers a veriety of gsods mclu6ng armor and weapons The party 
can hear rumors about Orai and the surrounding area if they are inclined to 
talkwiiniarL 

• brlsaaa 

Location 5— Orisenais the caravan master Orlsanais mainly concerned 
about he* caravan rrekmga proiitand cares hiBe about politics She wants to 
hweihe party to scop the rads which haveojt intc those profits She has also 
heard rumors about 0 raj) army and will tall the party about the dlffereit 
merchants in ha caravan if the party bnngsTobrian to onsana afta aKusir^ 
hun of trying to poison than, she will jud;^ the ri^fit or wrong of the Situation. 
She isa bir jud^ and iikefy to favor the party if they do not lie 

• Tobrlan 

Location 9 — Tobnan isan eA-slave mertfrantwho is now a wme merchant 
Tobnanjoinedlhecaravanoniyrecenay. mainly to escape trouble Hesbll has 
bes to the slavers he used to wort for and occaeonally deals in slave trade 
The party looks like it would fetch a giod pneeso heand Saefguickly devise 
a plan to kidnap than by poisonng^an The paity can eipose Tobrlan) 
treachery aid have hen expelled fr^ the caravan 
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• Kotur* 

LOCATION 2 - Cauira Is ih« adopted dau^r of Chalil, itia laadar of 
Taaquael uiura has» fasdnadon for anything nu^cal and coinasTo the 
caravan to have Larissa tell her Mjre. and to buy supplies for Taaquaei 
Katura will also appav in Taapueul alter the paty has ms her her& 

• TMila 

LOCATION 2 - T42lo IS a halflii«g Lravelar ivtvo has stoffied at the c vavan to 
rest He has information about ^evaas around Or^ and dues about how to 
gatha sbtts in the Gemflelds 

• Hadklt 

LOCATION 2 - Hsikitis the dwarf thief who convinced the templar at the Hot 
Springs to mine for conwr there, and will tell the paity ebout the! re^cn 

• riaktt Md Ksla 

Location 2 - Yieks and kecia are rsfusees whose village was burned by 
0 rapan troops Ylaket and keula are trymg to get oths m lieges to resist DrajS 
cnwession. butso lar. they have been unaNe to muster any support The 
party gain erpedence points and Information about D rajs sorcerer-king vid 
his templars if they gvaihereAjgees money for food 

• HaUiM 

Location 2 - biakhlad Is a halting on the nm after escapiiigfroma9tiup of 
Slava hunters out of Orai Hemay gvetha party mformadon about Wyrmas 
vid Gedron 

• Heeutu 

LOCATION 2 - H esutu is a dwarf who lost his focus whan Orajian trocfis 
destroyed his tnb& Hawill only react favorably Eo somecne who he thinks is 
touc^lhan heis The party can ^n experience points II they cvi otmeto 
Hesutu that they are isastou^ as hlsdan leade'. and thereby gvehim a 
new focus In life 

• AliMfia 

LocAhON 2- Athene IS a refugee who tfed Cbdnite after it was asacted by the 
wyvem riders She is on he* way bach toCedrilte Alhenawill only appear 
after the 0 rajlan vmy Is defeated and the deset is safe from its oppreseon 


LOCATIONS AND SVENTS 

1 Theentf) gatoforine caravan is at ihisfocalicA Whei The party lirst 
comesToihecvavan, the cate guard challen^ them Identifying 
themselves is the only way for the party to rrte' peacefully Violence will 
bring down the wrath of the entire caravan 

The gate guard is a good source for hearing the latest rumors, as wall as 
bang able to tai the parry about the vieton circle and the raids against 
the caravan bythemageraand the wyvem ndsrs.in fact lhe^te9iard 
has more reiable InfotmaDon about the raids than the caravan master 

2 A ifre ring Is located here at the visitors circle The paity can also meet 
several other visitors here etdiffermt times during the game 

The first time the paity comes here. It can metf Ketura, who nes 
Information about Larissa and Kel Shawl II also tell the peity ebout the 
viaonary In Teaquetzl and his prophecy The parry may also meetTid!»o, 
a halfling wvidere' who will tell the party about the Gemif aids end othe' 
areas lithe paity shares a bowl of slew with hint 
On tha paitysnetf vtsit to thecaravvi, it may meaaietikitwhois 
csebrating his good fortune efts' convincing a lanplarlo mine for copper 
In the Hot Springs. Ha Will tell tha paity about the Hoi Springs lithe paity 
agrees to keep him company The paity may laier meet Y lake; and Ket2la 
wno have been trying u nsuccessfuHy to gal vlllaces to rebs against D raj. 
Tha paity can experience points by gvingthem money fit food and 
shelter The more money they are gven. the more experience the party 
gams Ylakez and Ketaa also have information on what has happened 
With Or^sarcerer-kingand his templars if the party displays sympathy 
for their cause 

After meeting Ylakei sthI KeCia, the party may meet Makhlad, e halfling 
wnose tribe was destroyed by wyrmias M akhlad will tal the party about 
Wyrmlas and Gsiron if they are fneidlyand if the active cfvaracts' has a 
hl^ Charisma, lithe active characts' is a haltling, M akhlad will feel safe 
rrou^itotalk freely 

AfBr talking to M akhlad, the party may mean esutu. a dwarf whose tnbe 
was destroyed by Drajian troops if tha paity Impresses Hesutu as being 
tougher than he is he will talk to the party The party can ^In expeience 
points Py convinang Hesutu to Sjpply weapons to TeaqueCI. which 
Hesutu will do II he is challenged to flcfitback against Draj 
AfBr the D raji VI amy has been defeated, the paity may meet ai hva 
wno Is returning to CsdrlltA 


3 An oMIisk is looted her«wMcfi mil allow Che parry CD cefeportED mis 
lootlcft using LlodS Rcdcncelh«(Mrreccgemhasbeei placed iniM 
obelisk^ cancer The party can buythegein fnsm Ka at Ipcaclon & 

4 Fireees and buleoaa sornetirnes burrpw unda the fence vid attack the 
patty at these IDC aliens 

5 T^e caravan rnaster, o risna. Is i n chis wagpn. she cais the party abcut 
the rnerchants m her caravan and offers CD pay the party II they sCDp the 
ratds by Viem^era Irom (he Wyrm or ihewyven riders from the casOa il 
the paity rete rns CD che caravan after Tobhan sa Is chem into slavery or if 
the parry discDversTobnan Is trying cd poison ffiem at location 9, Oiisana 
will hap the party by aebng as lodge The party is advtsed to reply 
honesdy to hergoestlonsif they hppe to pin a favorable ouccome 

i ha, a saf-professed mage with a story tot all his Icsris. sals his goods 
m this wapn. The party should be very saecdva In the Items it buys 
from Ka since mviy have no magea properties whatsoeva The true 
magical Icsrs tha Ka sais livciudearrows*!, Sculcroaie, a magesraoll 
olmfi, a map scroll of spirit armcr. the talisman ofvatom. and the pm 
belongngto Iheobaisk a location 3 ca also sells fruit including, 
apples, a lime, end com. 

Thetelianen ofvsncm mil preraitweak poisons, such as those used by 
Tobrien ac location 9. h^m affating anyone who wears IL Stronger 
poisons still havethar norma effai 

7 This a Larissas wapn Larissa Is a sea of minor abilities and mil tell 
the party their fortune fora few ceramic pieces If the perty has not 
stDppad the raids on theevavan. Larissas fortunes will urp the party 
toward completing those rmsslons Laca. her fortunes are more pnael 
and ahotheViaonaryS prophecy The party can often ^n a hint or 
two from her eupnes 

I jerSc opaatesan honestbusmess out ol this wapn, selling e vanecyof 
goods Such es ermor and melee weepoiu If the perty Is inclined to tall:. It 
cvi hear the latest rumor sweping the desem. 


} Tobhan, chewine merchant rs In this wagon W ha theparty first amves. 
he Is erran^ng the sale of the perty to Serel. a slave machent from D rej. 
Tobrian oflers poison mne to the party In vi attempt to Dverpowa 
them If the parry is wealng tf« talisman ofvavom, tha mne has no 
Othawlse, the party must attempt to save v& poison, or simply 
refuse to dnnk his mne If the perty is poisoned, Tobrien cakes all the 
partvseguipmentand sends them to Sersf (In the Elven Slaver regon, 
location S). 

OncadlscoverP acNs treachery. Tobrian can be confronted by the party 
H Dweva. if Tobrian becomes too Irlptenp, he mil call the pards and 
the caravan turns apinst che party, indmidete him, but make sure Icis the 
caavan nustawho decides his face. 

10 A burled chest contains* cahulakseL a braceiet of pafC weapon, a 
quarterstaff, a pm. and IDO caamic plaes 
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• SSURRAN RUINS • 


SYNOPSIS 

This region has aordOBd some rtfjgeestron ihendsuldnds, including 
a bend of ssu rrans. and Two <J6Tf hcrmio Tlt« ssu rrans ate wordtipQi ng 
some ruins, while IheheiiniTs ate wordvipfiing e big nxt. Also found here is 
OvecnOanceco theWymv where Balkuar has laUn control of ihemageia 


HOH<RLAYBfl CHAIAaSffS IN THIS flSGION 

• Ssurren Shaman 

Location 1 — Thessurran Isa }rd-levw shaman He Is the leader of a ssurran 
tribe that has gone a little crary The tribe Is worshipping some old ruins and 
spirits that inhabit them msuittng the spirits gets you into a if you agree 
to help, and then backcsit theyil enact: you if you do go and S^tthe 
shadows. youTI beasacted when you return anyway Moral iust kill then' 

• Lowernan artd Ntvamdl 

Locations A. S CTurse two wANore nouthsast comss or ms - This 
region seems to aoracTcrasy creatures, end Lo«*emen and Mnamdi are no 
ercepbon They wander the deeet here, preying to the 'great sx re* and eating 
rocks loweman vid Nnamdi areme^y crasoj desat-dsiellen There are no 
Clues gven or rewards gran ted Icf talking to them. 

LOaTlONSANO SVBNTS 

L The Shaman starts here If you walk near him, he comes to you 

2 The shamans follower are here 

3 If you hevenT taited to theshvnan, the momentyou pick up Elhnng, it 
summens ten greetershadows (the guardians of The rums) if you have 
already speten to the shaman, the ^adows will be waiting for you. 

A This is where Loweman and Mnamdi start tharwandeiin<N when you iWst 
srCB'lheregon 

5 Its |usta rock It happens to be the r«k that Loweman and ftnamoi 
worship, but other than that in just a rock 

6 Feu r magere gjard the entrance to the Wyrm 
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HOH4*um CHAIAam IN THIS MGION 

• Blind Otw 

Location 1- BlindOiwiscineofih«m^nUTaTsp«*eKvnscBalUar 
«*ti«n Mttok ovor cheWyrm and starM tha myth of 'transtcnnatwn * Asa 
resjR. his eyesMar«EDm oul by ttaoau whan chaothars wareaslaaa- Balkazar 
claimadihaldo«iMngin bansformabon rasjltad in such atroaclai 

• M*9cra Slaves 

Locations 3. A, S, 6 - T^a9avas live and MOrV in cha Wyrm Thea aramany 
dlffareil factions o( Slavas in cha Wyrm Somaara loyal to tha laaoors. some 
are loyal to Blind Ona aivi] soma araneubH As with most craalures. talking 
to tham mealy usually yields beBar results Bran yeHuTgatthem if iha party 
attacks any of the magera in tha great cavarn or beyond (ercluding the 
leaders) the party will hear Tanelyvs voice telling you to leave tha area Wliei 
tha pvty cnes to leave. Tanelyv and other spirits appear and attack 
Remember that the minute tha paty attacks any of itiemagera and gets 
Tanalyv^Mamuvg the patty has mined lhaircheivces at geOingine chamber 
of healing in thewyrm Tenpla to «*orv 

LOariONS AND SVBNTS 

L Blind One lives here Ha stays hare unless you can taka him to tha 
temple Blind One knows the true nature of Balketars 'bensforrredon' 
and has been trying to convince the other magera that It is indeed a 
myth In order to frUlhemagera of Balkatar, you must heal Blind One 
To do this, you need to convince the masera leaders that healing slaves 
isnota bad idea, and yw must taiktoTanayv in the Wyrm Temple 
regen After both of these things am done. It is posable to heal B lind 
One The healing process involves gsolng Blind One to folloM you to the 
Wyrm Temple and taking him to the charrberolhaaling Oncehes 
healed, return to the ^aat warren, so Die other magera Diar are still loyal 
to Blind OneewT be healed as »rell When all lhatis done, Blind One mil 
speak a^inst transformation, mlh the other rragera becking him up. 

After all the B^bng the party can use the chamber of healing in the 
Wyrm Temple are& 


• WYRM BELLY • 


SYNOPSIS 

Oncea tfndling fora peacafol group ofmagara, theWyim isitow undar 
the control ofBalk&car, an evil dafllerbanton ruling A0va& He has 
endaved ihe magara. and is using them as saaifces to summon his 
babau and vrock Terrified, the magera am eager to please, lest they be 
torn apart by babau. 



1Q9 

2 Th«ax in»9Br9 in iTiis rMin are U«e leadas of lh« slaves They are 
Balkuad!eaicas,lfvii>9iuajrlouslycoinMKd CD Che slaves Pus them 
to getto CheWyrm School aiv] the Wyrm Temple areas, in oroer to get 
past Che leaciers. kill them or bluff your way past ihenv if you've as^ 
Blind Oneto advice, ilwlll beeaaerlo Muff if you agree to Mall for an 
escort to see Baikatar, a babau comes and attacks you The leaders 
attack you as well if ihey are dose by. 1 1 you 've come to stop che caravan 
ra>ds, the leaders ofle' to drink ed It nI lb you Tivedrink is poisoned, and 
after checonversaticr). the leaders attack Killing then is a sura way to 
end Che raids land convincjivgchem to let che slaves be healed is no 
longer an Issue) 

] Wich char concues cutout chese ma^ado hiBeelse ihai toil for 
Balkatar If you ask one to lead you, they will take you CD chegeaCNarren 
ilocaircn 7) Threacaiingthem only makes them distrust you. 

d These mecera ally «nih B luvl One If asked ncdy. somalmes chey will 
lead you CD Blind One (location ik 

S These slaves areuntalkallveand pomt In Blind One% cB'ierai dlrecbcn 

C Scved Into believing In transknnation.* these slaves telk very iioe, 
afraid it may ruin char chances at reachi ng a na* scace of being 

7 Afterall of Blind Ones followers are healed, he asks the party to 
accompany him to Che great warren (locaclon 7). where he will lead Che 
revolt a^i ret Baikatar. Supporting che Blind One^ves Che party che most 
bensflcs Balka;* appears after the speech and surmons foureabau CD 
take care of the m^era N ow unafraid of Balkazar, the nugera aid che 
party inihefi^t 

I Onceyou brlngBlind Onehereafter hesbealed, he begins to heal his 
follower. 1 1 you want to go arM do somahing slse while he does this, 
choose che 111 be back, I have ocher things to do* option If you are going 
to wac, chooanglhe'ill nalc* option will accelerate time and heal ail of 
the slaves mstandy if you've said you have something slse to do, when 
you reenCB' thereon or all hisfoilcrwers are healed. Blind One comes to 
you and the revolt in lhewaTel^ can begr^ 
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• Wr«M SCHOOL • 


SYNOPSIS 

BdlUzarbviH this Mldibon to thcWymas his pnvdce rareai. This is nticre 
he taeeis lo do his rceenTi and stud les. Also lccal«3 here is his Ueponer 
maje. where he ihroHsaoyone foolish to gel caught neariheWyrm 
OalkajarS sacrifloal charrlyermay also be fbuivd here where the nugera. 
blinded by ther taith, areucrifced to sunvncn mceebabau and vrock. You 
can alsoei'coiinter styrand monmagera 


lU 


HOH<^LAVSfl CHAflAaSA IN THIS lEGION 
• Balkatar 

Location S ii ■ Aoes or mi ■ i>»ew at lOCAnow s 1 am o Af - Balkatar is a 9th- 
level hvinan deAler He Ivas built Vus addiboA to the Wym caverns to house 
hissacnifcial cnambers and persoial quaners This is where he directs 
opmtions of the babau and vrod:, and throu^v thsri. ine magera Balkazar is 
arrocNAT and sel f-assii red H e wi II nor attack the paity because he does nd 
ba leva that they can hurt him in any way Actually, hel ri^t — undl yo«i 
destroy his focus, if you atreetojoin Balkazar when you meefhim, he mil go 
to the dark mirror (location 0] and be^n clUAting. He then offers to Bteporr 
the party to the temple With him Ifyougi, you are teleported toiheWyrm 
Temple Please see the WyimTenTNesecdon formoremformationonihe 
temple, ilyou donigoto Ihecsnple. you must Bghthinv Balkacans eauipped 
mth Balkatars Staff as his weapon 

LOCATIONS AND EVENTS 

1 The first time you enter this repcn. an image of Baikatarappeair and 
warns you away from the area 

2 Thisthri-kreoA has fallen under Balkazar^ influence and nill itghtEO Die 
death to defsid his post On his body you ifnd a chaVchaaL 

3 A babau c^jards the entrance to theschool Anyone that tnesto pass wiH 
be challenged unless you plead and surrendsr. you eventually have to 
light D tis bkiau. lithe party is passve and drops all thar items, the 
bahau leads it mto the kitchen, andthm returns Eo his post If you gSEoo 
far ahead cr behind while foHowinglhe babau, he attacks you 

A This is where Balkazarmakes his sacrIBces to summon rrore babau The 
masera are led blindly into thecirde, while Balkacar^ image completes 
ihentes and the secriBoes takes piece. This rrwgera is about to be 
sacnBced m order to ejmmonaivother babau Ifthepartyattacksbefore 
the two babau begntomove towards the magera. ihem^re. Mind mih 
derchoA, attacks the party as well ifyou wait until the babau move the 
macera realizes its been thcked and attacks the babau with you If the 
masera survives the fi^t you can get it to lead you to Salkazar 
S This is where balkazarcuirently resides 

A This nwror is Balkazars locus Breaking it destroys Balkuars immortality 
and allows you to kill him. you must attack the mirror three separate 
times In ordwto brak IL The nurror defends iself with fireiets a 
dextercAis thief can avoid bengdarrwged by these jets. 
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7 On«Qf U«e2«alQusm»9n is her«in the kiuhei, SNetCngtransfonriMi^A 
It is Minded by faih. end nIII not listen cd enythingihetmey spoil its 
dunces ec reaching 4 higlier fotn of existence Aft^the petty speeks to 
this niegere. e bebeu erte'S into the mom to teke ihem^re to be 
'baitsformed ' if you eluck the bebeu. tbemegere will esect you es well 

I Three vrock9ierd&elke2er)treesii re rooms 

t In eddltlon toell ottheceremli: pieces in this room, e Beit of M Iglttcen 
befcaiod 

10 TheLi^^tof Oevn Is loceted in this room, elongwith meny bags of 
ceremk p«ece&. 

II This book describes Ibe Light of Denn. 

12 Thlsbook discusses the uses end forms that meny focu^shsve 
taken over the years It defines some of ibe requirements that a 
focus must have 

13 This book concerns itsell with the summoning of HI kinds oldark 
creatures, indudlr^ the Unnamed One This book Is so evil that wards 
bavebem placed on ittocontem it toonevee.il you ever try to leave 
(he region while carrying this book, the wards pull It from you end return 
it to its proCBCtive circle 

1* Tfiisbook $ves you directtons that you can take b cn throu^ the 
tsSSJOrtv mate and back out Ifyou take (he first letter of eech word 
IE, S. M. W. E, N, N], you set Ibedi radons MSI south, north, west, eesl 
north, north. Not£ You must use the teleporter at icoabon IB Brst before 
starting Ibis saguence 

15 If you've completed (he component quest fortheTerrorExtrect (see the 
Ked Sands Plateau section fw more information], you can usethaertraci 
to maae the Terror Blede*2. The extract can be fMnd on Balkatar (If heT 
not dead yeU or on ibe floor To make (he Made, you must be nerr to ibe 
mixing bowl Pour the extract Into the bowl, then dip an obsidian de;^ 
(the one lying on the floor does nicely) mto ibe bowl The daggs' is 
transform^ into thaTarrorBlade*2 - one of the best weapons found 
in the came 


Id Tnediary entries concern ibere&earchBalkatar has done on the 
Twror Bl»de*2 

L7 These bvotaleaQrtvs take you to and from die scbwlirito ibe taleooiiar 
mate stag ng area. 

18 This teleporter tatesyou Inco the telepcrter mate The best path through 
Ibe mate IS east, south, north, nest easKwbereyou ilnd a swcfd at 
location 19), north, north 

19 Locates on this platform Is the sword Drakstooth 

20 StyrarelQcatadattheseiocatjoni.Theyaiackonslght 






HOH<^Uy» CHAIAa£« IH THIi flSGION 



• WYRM TEMPLE • 


SYNOPSIS 

Bdl kaur has nj mad a arrf>ia fria^era wc<dvipD«d iaio a dark place 
Mhare he inlands to sufTirnon theU nnanM One, a bang capable of 
desircrring all ofAihas. Theoncfr^raatChafriberof H ealing has stopped 
working, and the tenple has fallen into the grasp of evil Theonlysource 
ol good U) be found here is TaMiv, the lone shadow warrior that 
renuinsbAind, bound by duty. Vrock have been summoned lo guard 
roons in ihetenipleat Balkazar^behesi 


• Taneivv 

Location 1 — Tanetyv is a greaca' shadow Since Teiwjy v knew this band of 
rna^ra was unlike The rest of their race tcruel M hostile), he beceme the r 
gjerdlan and protector. He served this post with hiscomoenions for meny 
years, butwes killed in thebetSeforihe temiNewhen BNkazar Urstcameto 
theWyrm His spirit SBlI resides here, bound by duty to protect Viemagere. 
but unable to act acBinstBelkatar 

LOCATIONS AND BVBNTS 

1 Tandyv resldeshere in hismausDiajm Killing Balkazaris the only wayhe 
will be able to rst Unless you'veaBackedtherTacBawd already fcu^t 
Taitelyv, he wll always be here Tanelyv Is e node spirit end wants nothing 
tuttoerd Baiketv^ragnovS'theWynrisoheian Bnallybeatpeece He 
hcfies the party will dispabJi Balketar tor hint After he tdls you his story, he 
offn CD hen the slaves, you must take this ofler back to the Blind One m the 
Wyrm Bdiy area. After the Blind One and thedhe' slaves have ban heaiod 
vid have revolted. Tvislyvgvesyou theRmg ctf insght wrd ectivateslhe 
CharrberolHeBlingiicoatnn Zibtusebylheparty. ifycuereraoeckviy 
of themacn efterthechanber hes been ecDvated. it ceases to funcdon 
After killing Belkatv IVislyv will Unally be able to rest Heaves you the kill 
suitotTanefyvYAirror. and then d«Mts for his long^ousdue rest 

2 This chamber can heel your entire party of any Injuries— eren rather 
major ones such as death This is the only pldoe (until the Geiie is 
discovered at the finale) that a character cvi be resurrected without losing 
Ccnshtuticft pdlnts. 

3 A scroll with NoristerSunTnoning III on Itlleson the floor 

A The vrock guarding the temple attack you when you ants' the roonv If 
you come Into Ihts room with Balkater (from the Wyim School), they will 
be dismissed 

S You are teiepcrtad hseto watch Balbaav summon the UnnamedOive He 
fails, calling forth fouMiresementals instead. AfCs killing them, he speaks 
With you and thentnee egan to summon the Unnamed One This repeets 
ovs and over— he will nevsbeableto sjmmon the beln^ no matter 
howlonghetites Cvsitually. you must Dght him P lease refer to Balkatv^ 
desciipdon m iheWyim School section for hints on Ughbngfunv 
A This IsoneofBSkatan two focuses Destroying one destroys the oths as 
wall before you meet or AghtBalkazv. you will not be able co break this 
mirror Once you are filling BSkasar, you can break it by attacking A 
three times Onoebroksi, you can dest^ Balkazar 
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• SUBTERRANEAN TEMPLE • 


SYNOPSIS 

Cndtedcmtunisago, inistErrf>iii*d^o^c*buuDtul Rinvvaotscif 
ihebiaur/ renuin in iheUu»gr«n walls and floors, omaiasojl poire 
insamto iTie walls, and lafg« columns i n itw mam umpla Thacaonine 
of ncglfici hav« caused rubUeto pilaup ia trie hallways, spliOing ihe 
temple loio sepaiaie areas. You eiKou nur A'poe and zombie m 
the su bierranean umpla 


HOH'I'UYgfl CHARAam IN THIS RSGION 

• TynaA 

LoCiTiOM 1 — Tynaa used tobeateacherolma9ic.HeNastr8oos3 m IN« 
fonnofashadonbyanevilspdlcastbyA'pQSS Hecan only be freed from 
the ml spell if you bnng his Merr-crystal Eo him with TristramY heart crystal 
and use Lheri on the altar m the mam temple. 

• Aposs 

LMiTioN 2- A'poss isasliadQwHtiousedtobeapupll of Tynans He we 
trapped In the form of e shadow by an ml spell he test Hemeenr to cetch 
only Tynan and Tristram m the spell, but mscakuiatbl H e can only be freed 
from the evil spNI if you brln^hts hait-crystal to him 

• Tristram 

Location 4 — Tristram is now a shadow in a mined temple Shewasoncea 
beaudtui princess in love with Tynan, but promised to another by her father. 
Tristram was trapped hwe by A'poss' evi I skII The centuHes of lonsly 
confinemept have driver Tristram insene She no lon;^ knows where she Is or 
wtiysAeishere Sheonlyknowsthetshe wants to ^ home 

• Ztfram 

Location 3 — Zeefram usedtobelhe^te^iM for the temple Now be is a 
sblLloyal !ombie,ke8)rngasmanyrobberseweyashecer) Aitbcu^h 
Innocent oleny wron^-dom^ Zeefram wascondenned to live fpreve' along 
with all other converts m this tenple by A'poss' evil spell. He will pve you 
some background to the temple if you ptonveenotEo pilla^ the premises 

LOCATIONS AND SVTNTS 

1 Tynan can only be reached byerther dlmbingdonn ibeweH in TeequeBi 
Of using his hseit-crystal in thecirdeof Iherrwin canple T^e first bme 
youamvehereyoumll Itnd the^^nforreoqusttlsobdlsk. be sure to 
take It with you Once you've gotten Tnstram into her gem and have 
Tynans gem, (found when you kill lara in Iheupper CasBe). raium hwe 
and talk to Tynan Tynan will allow tumsetf to be drawn into his heart- 
crystal If you use It in his presence once you have Tristrams heeit-crystal 
3 If you gIveA'poss his heertcrystal, found m the treasure in ihedracDnS 
eye I n N azca Lines, he will be Once A'poss is free, he will tiy to kill 
you and any other people he can hnd You can reach this area by 
climtmgdpwn the well m Gedron 
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3 Isihe sail loyally holding his post Hogvas you 

Mckgound inforinaclon about Che tanfile If you promise not to I wtihe 
area, rou can reach ihs seccton of the temple by climbing iionn mewsl 
in Cedriite 

4 You can reo<Ji Tristram by climbing down a rofie i n the W agoci Train 
when you 're ove' the Oec£ chasm Id the nonhweslilocatiod 4). Once 
you've talked to Tynan, she will gveyou ner heeit-crystal It you're 
persistent and continue to as*: Questions other You will have lo repeat 
yoursaf, but jusi keep gcmg 1 1 Tynan ham t told you to go to Tristram 
and gaherheart-ov^l you wonlhavethe propm responses avalable to 
you Once you get the cam horn h(r, use II in her presence end she will be 
drawn mto It How Ihegem is ready to be takm to Tynan 

5 It you stand iri the circle here, then use Tynans crystal, you can teleport 
to Tynan's roonv It also works In reverse by standing on Tynan's circle and 
using the crystal, you then tetepoitto the main templa 

I TynanS|Oumal can belound lying on the tioor of this room. When you 
read theiournal, be sure to have your character with the highest dectenty 
read IL itis very old and fragleand will disntegrateif herHlIed mughly 
Not only Will thisiouma gveycu good insl^its InEO ecactly what 
happen^ here, you can asogain a mage scroll of had uniMd by 
reading the spais section. 

7 Once you have Tynan In his heart-crystal and Tnstram In her heart-crystal, 
use them both with this elcar Tnstrams oystal must be used first on the 
altar, then Tynanl The evil spell cast by A'poss will be lifted. Tynan and 
THsnm will be freed, and the rubble In the temple will be removed you 
cm now walk freely about the temple 

I Lpok hereafter liftingihe spsfl tp find ceramic pieces and treasure Within 
this area is a sterm ring and a mace* 2 , but beware of the zombies roaming 
the halls 

1 This is another area lhatthe treasure huntms could nerergetinto. Found 
here are pries of ceram<p«ece&. Other items are here as wi I However, 
there are zombies and other mensters wandering these hull. 

10 The gem found here can be placed in the obelisk in TeegueQl 
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• TREASURE GUIDE* 

Tlie foNCTMingiM^ hsl in»9c« ilans found m SHATTenEMiUDS if w llan) 
sp«dal ablliTy is simllv toOivola spsll, pt«ascrefstoir)«4pprQpiiaEBSp«ll 
tfficnptiai in yo«jr rufobOQk for InfomuDon «i «*tvallb« spell d««s Itamsare 
diMdtt by typ«. so all riogs are listed to^cNer, all wands, (ogether. all fruit 
toge(h«', etc Wiffiln each list are Vra things the Itens nanae. iheitem^ 
special artntKites. and the items location. 
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• Armor 

You must wear armor on the appropnate part of your body b get the desired 
effects Simply carrying them around m your badpack wcnYPo 

uhc WM*L«mauts 

0 tike LiailvCNei Armor AeSCcM, *L toAC UppsCasSe 

DtikeShiSd Aesst Fire, 4l toAC HotSpnnp 

ElsShiSd 42 to AC Raj Sands PbtMU 


GteySoleAnii& Lq Armor Sole. *2 to AC Captured Gladiators 

Helm *ltoAC SuMonnan Tonple 

Helm of M 1^1 4ltoStraigth Tapuazl Village 

Helm of ConlBirplation GazeRdlaDon Saras 

Shimms LalMCheS Armor FiseAcOon, *3 bAC SiKSa Summoning 

Silk C hat Annor' Padded. *3 Q> AC Undsiwintain 

Tartdyv'sAnnor Chain. *2 to AC WynnTsnple 


e Bracelets 

fs Ob that only psonidstscan use bracelets use braceias the same way you 
irould use a scroll 



%HtM AttlilUTIt 


Brecaa 

Animal Affinity 

Cofcilte Village 

BrecPa 

EgoWhip 

Nana Lines 

BrecPa 

EnagyCcntamiDBit 

Lai.ra Aifl 

BrecPa 

Graft Weapon 

Elvo) Careven 

Brecaa 

InIdleaFortre 

Nazea Lines 

Biac*3 

Life Draining 

Gedmn Villege 

BrecPa 

Hind Bar 

Sill Ss Sajrran 

BrecPa 

PscriK Blast 

Nazea Lines 

BrecPa 

Share Stroip 

Teei|ja7l Village 

BrecPa 

SynapOc State 

Nazee Lins 
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• fflit 

Frulcis scadered all Dirou^iMt SHtmfiici unos, so we have ivcf listed their 
locations Ym mar also buy (and sdl) fnilL 


■ rMit 


Apple 

Iron skin 

Banana 

•JtoSlivglh 

Blue Par 

Cute Oiseas 

Com 

Bark skin 

Green Crapes 

BIBS 

Guava 

Poison 

Lsnon 

PsonK Restore 

Lime 

DispaWage 

Omnge 

Aid 

OQngeCtapes 

MainlirePcesei 

Omnge Peer 

Cute Light Wcunds 

Purple Crapes 

Cute Blindne or deems 

RdPwr 

Cute Sbicus Wounds 

StarFiuit 

Invtsbilityta UnOsd 

White Grape 

Prayer 


• Rings 

Ho more than two rings may be worn by a player character. Beiow isa hstol 
rlngsand what they do Char^ on items represent hew many times you may 
use an items special powe* brtfcee it becomes useless. 

wifl«L«mauie3 iociiimk 

ElSnng 43 to Clwlstty SajrrenRuins 

Ring oline^ht 42toWisHm WytmTonple 

Ringolleeittistnes 43 toConsStulion WniteSanOs 

Storm irtg IceStonn (SO mar^l Subl9ranan Twnple 

Winding PrVotoon from Notrrwl Hissle Upp?Castle 


124 


• Senis 

Only preservers can use scrolls Scrolls gve your preserver spsils thethe or 
sherloesn'thevein his or her spellbcok Ifyou n^t-click on a scroll in your 
Inventory, a description window eppesrs with thespprcprlstespsll Icon. 
CiKkIngon the spell Icon shows you to mernorUe the spell and add it to your 
speilbook Ifyou already know tM spell, dlckiivg on the Kon amply casts it 



d^UKLAttlllUTtJ 


Sooh 

Armor 

FiWds 

Sooh 

Cdor Spray 

Swiera 

Sooh 

Oispd Magic 

Calton Village 

Soon 

Enlarge 

Sen era 

Soon 

FireShiSO 

M saig? floute 

Soon 

Flame AnoH 

Harca Lines 

Soon 

Hold Monst? 

U ndamountain 

Soon 

HoldUndsd 

Subtaraneen Tanple 

Soon 

Minor Globe of Invulnerability 

Silt Sea Surnncning 

Soon 

Minute M doors 

Undamountain 

Soon 

Mirror Image 

Oagolat'sTunnds 

Soon 

Manst^SumDoning III 

Wym School 

Soon 

Manst^Surnnoning III 

Wym Tanple 

Soon 

Rainbow PeOwn 

Sill Sea Surnnenmg 

Soon 

Spinl Armor 

Calnite Village 

Soon 

Slone Skin 

Sand Oasis 

Soon 

Summon Shadow 

SuOtaransn Tanple 

Soon 

Turn PAble into Boulder 

Tee rpi ad Village 

Soon 

Wall of Fog 

Slave Pais 

Soon 

W» 

Elvai Caravan 


• Swords and Dbggirs 






Degolar^Oagga 

4l to Chansma. 43 (to bit & rSamegel 

Oagolar’sTunnds 

Dark Flame 

Burning Hands, *2 

UppwCesde 

DrakSooth 

eJloSUaiglh. el (In bit& dama^ 

Wym School 

El'sDrinka 

VernpincTaum. *2 

Geibon Village 

Horn blade 

•1 

Wa^ Tram 

Swiftoite 

*2 

Teeguad Villas 

Tarordagga 

Poison. *2 

WymSdMd 
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• Weapons 

u riles oihemisa noted, suits and wands use one charpe when a spall Is cast 
from It For ecainpid II there were a staff of li^pitning, it would useonecfiarge 
Nhen the use^ cast a lightning bolt from It CA 'charge* represents how nuny 
tunes you can use an item bAre II become drained and «iselesi.i 


• MisceOanefius Itins 

As this section) name Implies. Ihe items below do not fit In one of ib« other 
treeurecal^le&. while some Items ere very powerful, some are also very 
wee*:. I tSTS wilhMt charges llstea either have unlimited cher^cr cesta 
constant spell on the sieerer 


hiMil 

trfriii tttiiatn 

LMATlOK 

«AMt 


idatioe 

Arrows 

•1 

SlavePens 

BWIcfMi^l 

Strengdi iiKrese to 24 

Wyrm Sdicol 

Arrows 

•2 

Tsqudzl Village 

Chamelaon Glove 

CausBIindivs 

Seres 

Arrows 

•3 

SlavePens 

DagolarSWaiKl 

Control Body(7S dargel 

Dagslar) Tunnel 

Arrows 

•3 

TsquOzI Villas 

D St) s Wand 

Ligilning BcItlES charges) 

Red Sands Plateau 

Arrows 

•3 

UppeiCaaje 

Iron Necklace 

Fitdall (12 dargel 

Lava RiR 

Aje 

St«, 4l 

CedrillaVilla^ 

Light of Dawn 

GisTiisal 

Wyrm Sdicol 

An 


TsquOzI Villas 

Lilt ng Cloak 

ItvsOal Barris 

Dagolar) Tunnel 

Balkaur's Staff 

Slow, *1 

Wyrm Sdicol 

QOeiifanNeOdKe 

Cfisnt^alel? char^l 

Sd Oasis 

BladMace 

Chill rotKh. 4i 

PalasPuins 

Ouktelvs Clove 

Cfdotvale 

Palace Ruins 

Bew 

42 

UppeiCaaje 

Sspent Boots 

GiSilacsnml 

Uppei Case 

Cahulaks 

CausLi^tWound&4L 

Eivsi Caravan 

SilvB Neklace 

Biofsjbac*: 

LoweCasOe 

ChetOika 

PfUuceFiie *1 

Wyrm Sdicol 

WandctMetal Gdetion 

G dels Die p roan ce cf metal 

Hot Springs 

Gleet A;:e 

43 

Palas Ruins 

WandctMisilB 

Ma^ Mi9lB(M dargel 

Dagslar) Tunnel 

G)thka 

4l 

Eivsi SlavEis 

WildwyndWaiM 

Confusen RO charges) 

Undwirountain 

G|thka 

43 

Naeca Line 




Mace 

42 

SuOtawaivsn Tsnple 




PnrainSBow 

M^sAcM Arrow 

rsqudzl Village 




PoleArm 

4l 

Eivsi Caravan 




Sling 

42 

CednlleVillap 




Staff 

42 

Sand Oaes 
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